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ABBREVIATIONS & GENERAL TERMS 


1. AUD... . Audible 
2. В.... . Buck 
3. BLK... . Block 
4. В.С. .. . Ball Саггјег 
5. B.P. 5 . Vertical Breaking Point 
6. BUBBLE . Refers to an Area Over an Uncovered 
Offensive Lineman 
Те СУ. . Coverage 
8. CK ಬಾತ e Check ಕೋಕಾ _ sr 
9. C.P. . < . Coaching Point eS 
10. CWM .. . Check With Me 
11 D.E. .. . Defensive End 
12. D.T. .. • Defensive Tackle 
13. E.M.L.O.S. . End Man on Line of Scrimmage 
14. EX... Example 
15. J PES . Jill (Free Safety) 
467: E^ 55-4 Frank (Strong Safety) 
17. Е.В... Fullback тэглэ 
18. Н.В. . . . . Halfback | i РА 
19. INF .. Influence 
20. 1.0.5. . Line of Scrimmage 
21. LOU .. Left Cornerback 
22. MDM. . . Most Dangerous Man 
23. M. . Мас 
24. N.A.. Does "Not Apply" 
25. М.Т... Not There 
263. Ne s Nose Tackle 
27. N.S.P.U. No Swing Pick Up 


OFFENSIVE HOLE NUMBERING 


909 EJ O 


"1" HOLE - Over left hip of center "Q" HOLE - 
"3" HOLE - Over left guard's butt "2" HOLE - 
| - “НО ЕСЫ-Оүег left tackle's butt —— — "4" HOLE - 
"7" HOLE - Over tight end's butt "6" HOLE - 
"0" HOLE ಎ Outside tight end "8" HOLE - 


5259: 
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Over right hip of center 
Over right gua-i's butt 
Over right tackle's tutt- 
Over tight end's butt 


Outside tight end 


OFFENSIVE GAP IDENTIFICATION 


«СО» 


ozon 


* Gaps To Open End Side Are Numbered * Gaps To TE Side Are Lettered 
"1" GAP - Between center and guard to "A" GAP - Between center and guard 
open side to TE side 
"2" GAP - Between guard and tackie to "B" GAP - Between guard and tackle 
open side | to ТЕ side й 
"3" САР - Between tackle and ghost of "C" GAP - Between tackle and TE to 
, TE to open side „ТЕ side 
| "4" GAP - Outside ghost of ТЕ to "р" GAP - Outside TE to the TE side 


open side 


STRONGSIDE 
WEAKSIDE 
PLAYSIDE 
OFFSIDE 
COVERED 
UNCOVERED 


PATTERN BLOCKING 


GENERAL TERMS 


Side of the tight end 

Side away from tight end 

Side to which the play is called 
Side away from play called 

Man over оп 1.0.5. 

Man over off L.O.S. 


Basic blocking scheme for designated plays 


COUNTER - A move by one or more backs away from Р.О.А. 
Mic "INFLUENCE -= —Z—Jpestroying Key of defender бу an offensive nove 
SPECIAL - A term used to define any unusual play 


SIGHT ADJUSTMENT 


EXPLODE 


Term used to tell a back to block "away" from Р.О.А. 


NUMBER FORMATION 


NAME FORMATION 


Block adjustments made vs. shifting defenses 
or pass route adjustment to blitz 


The change of position between running backs 


Term used to tell back to go directly to 
designated hole 


ача ЭРЭ 


FB and HB exchange blocking assignments on the "QUICK" 


passing game when in I formations, 1.е., FB Weak - 


HB Strong 


A term used to tell "X" and "Z" to change positions 
_ and assignments 


also, to tell TE to block "MAN" 


Term used to tell a back to block secondary force anc 


to tell TE to block "MAN" 


Formation called by a number, і.е., 0 - 1 - 2, etc. 


Formation called by a name, i.e. Far - Double - Split, 


etc. 


МОВА SPLIT 


SORYAL. SPLIT 


VARIATION 


IO SPLITS: 


——— — —  — -— 


Award o RECEIVER. 522115 


Receiver set to Wide Field - 

Line up 3 yards outside tne numbers. For 
each yard the ball is moved off the far hash 
mark toward wide field, Wide Receiver's 
position moves 1 yard further outside the 
numbers up to 6 vards from the sideline. 


erie 


Receiver set to short field - 
Line up 6 yards from the sideline. 


We will have minimum and maximum split 

adjustments for specific routes within a 

pattern call. These adjustments will 

normally involve a 2-3 yard reduction or 
=extension of your-split. _These-adjustments ——. 

must be learned. 

NOTE: Maximum - Regular Formations - X and 2 

5 yards from sidelines. 
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NUMBERING OF BALL CARRIER 


LT нэр AS 


EVEN HOLE - 20's (2 BACK) ODD НОГЕ 20's (2 БАСК) 
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ODD HOLE - 30's (3 BACK) EVEN HOLE - 30's (3 BACK) 


ODD HOLE - TEENS (I BACK - "1") EVEN HOLE - TEENS (I BACK - "1") 
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EVEN HOLE - TEENS (SINGLE BACK SEL — 
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ODD HOLE - TEENS (SINGLE BACK SET - "1") 
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NAME FORMATIONS 


There are two types of Name rormations - those with "2 backs" and these 
with "1 back". 


Name formations place "Z" to the TE side of the formation and "X" to the 
opposite side in all "2 back" sets. 


Name formations with an "OVER" designation place "X" & "Z" to the side 
or tne formation away from the TE in all "2 back" sets. 


Descriptive terms are used to call any Name Formation in which two backs 
are set in the backfield. (Cock I, Split, Opposite, Strong, I) 


when a Name Formation has only one back set in the backfield, the term used 
to call the formation will fall into one of three categories: 


"Р" Sets: If the formation name begins with an "F", the 
formation is balanced (two receivers to each 
side) and one of the backs is deployed to the 
TE side of the formation. 


EXAMPLES: "Е"аг 
"F"lank 


"D" Sets: If the formation name begins with a "D", the 
formation is balanced (two receivers to each 
side) and one of the backs is deployed to side 
`of the formation away from the TE. 


EXAMPLES: "D"ig "D"ouble 
222 "Dual "Dart 2-1 


"I" Sets: If the formation name begins with a "T", the 
formation has 3 receivers to one side. 


EXAMPLES: "T"rio "T"win 
"Т"гїрз "T"rey 


2 
9 
ша М 


OFFENSIVE PERSONNEL COMBINATIONS 


At various times it will benefit our offense to use c:fferent comtinaticns 
of players. This system can best be organized by identifying tnese 
combinations of players with "key" words. 


REGULAR PRO 


2 ВВ (1 HB & 1 FB) 2 кв (2 НВ'5' 


1 TE — 1 TE 
Жы; | 2 WR 
PAIR "FB" OUT = 2nd HB IN 


2 RB (1 НВ & 1 FB) 
2 ТЕ 
1 WR 
* "X" Receiver out - end TE in 


2 RB (1HB & 1 FB) 
3 TE : LE 22 таг 21 ಜು Р 


~ — 


ಗೆ ಟ್‌ ದ — 
ж "X" & "Z" Receivers out - 204 5 3rd TE іп 


RB (1 HB) 1 RB (FB) 

TE 2 TE 

WR 2 WR 

ж "FB" out = 2nd TE in "HB" OUT - 2nd TE IN 


NN 


1 RB (1 FB) 
1 TE 
3 WR 
* "HB" Out - 3rd Wide Receiver in 
GUN 
RB (Special HB's) 
TE 


ROS 2 — — —— танан ೩ — — 


ж "TE" & 2 FB" out - 3rd Wide Receiver-and HB in 


2 RB (1 НВ & 1 FB) 
0 ТЕ 
2 WR 
ж "ТЕ" out - 3rd Wide Кесеіуег іп 


4 WR 3 
ж "HB" & "TE" out - 3rd 8 4th Wide Receiver in 


21 


1 RB (1 FB) 
5 TE 
1 WR | 
* "HR" and "X" Receiver out - 2nd & 3rd TE in 


I RICHT - (OVER) 
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SPLIT LEFT - (OVER 


RIGHT - (OVER) 
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—— --- -- OPPOSITE -LEFT - (OVER) — — |= —OPPOSITE RIGHT.- (OVER)... - 
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STRONG LEFT - (ОТЕН) sera - STRONG RIGHT - (OVER) `` 
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NUMBERED (OVER) FORMATIONS 


ONE OVER ("1"-OVER) T | 7 ZERO = OVER ("O"-OVER) 
ӘООПОО ©] (е) цал е. 
O @ Ө, 
Ө, @ @ @ 


"3"_OVER) TWO - OVER "2" ~ OVER) 


THREE - OVER 


FAR RIGHT 


FLANK RIGHT 
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OFFENSIVE CADENCE 


Our Regular Offensive Cadence (Snap Count) will be as follows: 


"Тко-нут" " 1 -2 1 " " 1 -21 " "SET" " HUT" "HUT " " HUT" "Нут" 
(1st SOUND) (AUZISLE) (AUDIBLE) (1) (2) (3) (4) 


snap Count 
Called On 


"16% Sound" "Two-Hut" 


"Two-Hut" "HUT" 


m "AUDIBLE" "IWO-HUT" "1-21" "1" 
"TWO-HUT" "2-54" "3.54" "SET" 


Pr 


"TWO-HUT" "4-37" "4-37" "SET" "HUT" 


"TWO-HUT" "1-94" "1-94" "SET" "НОТ" 


` 


"TWO HUT" "2-86" "2-86" "SET" "HUT" "HUT" "HUT" "HUT" 


FORMATION ADJUSTMENT TERMINOLOGY 


КЕЧА 


SWAP . "H" and "F" will exchange positions within the 
formation called 


CHANGE . "X" and "Z" will exchange positions within the 
formation called 


BOX : "H" and "X" will exchange positions within the 
formation called 


BUZZ : "H" and "Z" will exchange positions within the 
formation called 


ಮ Te 


BUY : "H" and "У" will exchange positions within the 
formation called 


FOX : ЧЕ" and "X" will exchange positions within the 
formation called 


FUZZ : "Е" and "Z" will exchange positions within the 
formation called 


FLY : "P" and "Y" will exchange positions within the 
. formation called 


OVER : Term used to place "X" and "2" on the same side 
о === f he formation opposite tne TE with -"X"-the-outside ತೀ 
гесеїүег and on the LOS ханын 


51.0Т : Term used to place "X" and "Z" on the same side of 
+ће formation opposite the TE with "Z" the outside 


receiver off the LOS 


ಹ ತಂ s = 
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Execute А Play From А "Name" Formation After Having Shifted 


FORMATION 

FORMATION STRENGTH 
FORMATION VARIATION 
MOVEMENT 

SERIES 


PLAY NUMBER (route if pass) 


BLOCKING VARIATION 


SNP CONTE 


HUDDLE BREAK 


From A Number Formation. 


170) 


10. 


11. 


РА 


МАМЕ FORMATION | 


NUMBER FORMATION 


SHIFT TO 


a  — — — өх 


"FORMATION STRENGTH 


FORMATION VARIATION 
MOVEMENT 

SERIES 

PLAY NUMBER (route if pass) 
BLOCKING VARIATION 

SNAP COUNT 


HUDDLE BREAK 


EXECUTE А PLAY FROM А "NAME" FORMATION - NO SHIFT 


"Cock-I" 
"Over" 
"Zip" 
"Toss" 
"18" 


"Boss" 


---"Оп Three" ——- 


"Ready-Break" 


иди 


"Shift To" 


"Cock I" 


"Left" 4 
"Over" 

"2000" 

"Toss" 

"49" 

"Boss" 

"Оп Four" 


"Ready Break" 


был 


RED AUDIBLE 


If, when the QB approaches the LOS, the defense has left a receiver 
"uncovered", the QB will alert the offensive unit with a "RED" cali 


meaning that a quick pass will be thrown to an uncovered receiver. 


Example: Huddle Call - "Ride 17" on "1" 
Audible At LOS - "RED" - "RED" "TWO-HUT" 


(The QB, by using the RED call, has changed the 
play to a quick pass thrown to an uncovered 
receiver. The ball will be snapped on the 
"15% Sound" when using the RED audible). 


n ——————: 


*NOTE: If the huddle call snap count is on the "lst Sound" 
the QB can still use the RED audible by first using 


the Easy System: therefore, the offensive unit 
would hear, at the LOS, the following: 


"Easy" - "Еазу" ЭР "Red" эж "Red" "Two Hut" 


PII 


CHECK WITH ME SYSTEM 


A "Check With Me" huddle call will allow the QB to call 
Two Plays in the huddle, and then, at the LOS, select the one 
play best suited to take advantage of the defense. The mechanics 


of the system are as follow: 


цаг | "Huddle Call: (Formation) "8" 


(Play) 56 
(or) 
"COUNTER 15" 
(Snap) Оп "1" 


" SET" "НОТ" 


AT THE LOS: "TWO HUT" "1-15" "1-12" 


(The QB has selected to run Counter 15. 
He has repeated the huddle snap count 
and then given the play - 15. Ball 
will always be snapped on huddle snap 


| | count). 


3. All shifts will begin with "movement" by a single player prior to the 
full shift. The player designated to begin the shift by using "movement" 
is determined by the original Number formation called. The following 
chart will show which player originates Motion: 


ORIGINAL 
NUMBER 
FORMATION 


POSITION DESIGNATED 
TO INITIATE MOTION 


REGULAR 
2 BACK 
FORMATION _ ` 


kaqa aaa Чийг Хал та 1. даа 


TIGHT END 


REGULAR 
1 BACK 
FORMATION 


BACK LINED UP 
ON OR NFAR THE 
LOS 


ОМЕК 
FORMATION 


WIDE RECEIVER ("X") 


4. The "Movement" used prior to a shift to а Name formation will BEGIN on 
the "lst Audible Number" of our snap count, and the full shift will 
ВЕСТИ immediately before the command "set". (On the command "set", 
all players will remain stationary for the required one second prior 
to the snap of the ball in order to make the shift legal. 


TWO-HUT 1-21 1-21 SET 
* * * 
MOTION SHIFT ALL 
BEGINS OCCURS PLAYERS Ë 


STATIONARY 
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If the TE moves "TO" A FINAL FORMATION, the FINAL FORMATION is called first 
followed by the appropriate TE movement. 


Example: "SPLIT RIGHT" - (TOM) 
SPLIT RIGHT - Final Formation 
TOM - Movement To Arrive At The Final Formation 
If the TE moves "FROM" an original formation, the ORIGINAL FORMATION is 
called first, and then the designated TE movement. (This means the final 
formation will not be called in the huddle; therefore, all players must 


know what the "final formation" will be in order to successfully execute 
their assignment on the selected play). 


Example: "SPLIT RIGHT" - (PEEL) 


= it ` AB. АЛАЧА TAS ы. дъжд ರು 


m=z SPLIT RIGHT =-Original-Formation ce i B HE RR 
PEEL - Movement From The Original Formation To 


The Position "Peel" Calls For 


RECOMMENDED SNAP COUNTS 


If the play is to be run with no movement, the ball should be snapped 
as often as possible on: 


1. lst SOUND (TWO-HUT) 


2. NOAH (TWO-HUT HUT) 
3. AUDIBLE (TWO-HUT 3-54 3) 
Example: "2" - "Ride 16 Away" ) "On 156 Sound" 
) "On Noah" 
) "On Audible" 


If the play is to be run with movement, the ball should be snapped 
on set as often as possible. 


ಎಂ  _ 1. SET (2 НОТ 2-36 - 2-36 —SET)..— : — ===. . 


Example: "8" "JET" "RIDE 17 BASE" - "ОМ SET" 


PREDETERMINED SHAP COUNT 


If the play is to be run after а shift has been executed, the ball 
must be snapped on the lst HUT (ONE). 


Example: "4" (Shift to) "COCK I LEFT" - "RIDE 16" - "ON 1" 


TWO-HUT "2-28" "2-28" "SEI" | "HUI" 


о "NAME" formation, if the play is to be run after a shift has — — 
been executed and if the play is to incorporate movement, the ball 
must be snapped on: | і 


1. TWO TWO HUT 1-21 1-21 SET HUT HUT 


Lise d 


2. THREE TWO HUT 1-21 1-21 SET HUT HUT НОТ 


з. FOUR TWO HUT 1-21 1-21 SET HUT HUT HUT PE 


mE: EE om 


< 


TWO HUT 1-21 1-21 SET HUT HUT 


— 2 ette ces 


зээх 


x ಣ್‌ 
vtt pute 


Example: "4" (Shift to) "COCK I LEFT" ಎ "ЛЕТ" - "RIDE 16 BASE" - "CN. 


MOTION 


BACK MOVEMENT ACROSS THE 
FORMATION TOWARD THE TE 
SIDE. START FROM 
ORIGINAL FORMATION CALLED. 


SHORT MOTION HUDDLE CALL: 3 "SHORT MOTION" 


BACK MOVEMENT, TOWARD THE 
CENTER & TOWARD THE TE, © O O = О О 
ТНАТ DOES NOT CROSS THE 


QB. START FROM ORIGINAL 
—FORMATION-CALLED. - 22 


LONG MOTION HUDDLE CALL: 3 - OVER "LONG MOTION" 


BACK MOVEMENT TO THE TE @ O O ОО 


SIDE ТО A POSITION 
SOMEWHERE BEYOND TE. 
START FROM ORIGINAL 
FORMATION CALLED. 


QUICK MOTION 


2 STEP "QUICK" MOVEMENT (2 
BY А BACK TOWARD THE ТЕ. 

START FROM ORIGINAL 

FORMATION CALLED. 


FAKE MOTION : 2 "FAKE MOTION" 


BACK MOTION ACROSS THE O O О О О ® ~ 


FORMATION TWICE. FROM 
THE ORIGINAL FORMATION 
BACK TO THE ORIGINAL 
FORMATION 


@ 


FINAL FORMATION. 02 


—=— 


ZOOM 


WR MOVEMENT ACROSS THE 
FORMATION "TO" THE FINAL 
FORMATION. 


11р 


WR MOVEMENT, ACROSS THE 
FORMATION AWAY FROM TE 
NEAR THE OT, "TO" THE 


ZAP 
WR MOVEMENT TOWARD THE 
CENTER THAT DOES NOT CROSS 
QB ORIGINAL & FINAL 

FORMATION ARE THE SAME. 


CENTER THAT DOES NOT 
ENTER THE TACKLE BOX. 
ORIGINAL AND FINAL 
FORMATION ARE THE SAME 


ZOUT 


WR MOVEMENT AWAY FROM QB 
THAT DOES NOT CROSS THE 
FORMATION. 


WR MOVEMENT TOWARD THE 


| ооороо е 
ಥ್ರ ಠಿ | 


"NUMBER FORMATIONS" 


HUDDLE CALL: z = "ТАР" 


@ 


HUDDLE CALL: 3 - "ZIN" 


“ЗА | 


@ 
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HUDDLE CALL: 4 OVER - "2001" 


© оопооо 


ет е О Ф 
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"NUMBER FORMATIONS" 


HUDDLE CALL: 1 "TOM" 


том 


TE MOVEMENT ACROSS THE 
FORMATION "TO" THE FINAL © ООПОО © 
FORMATION | Э Ф | 


HUDDLE CALL: ZERO "PEEL" 


PEEL 


TE MOVEMENT ACROSS THE 
FORMATION "AWAY FROM" THE 
ORIGINAL FORMATION. 


HUDDLE CALL: 9 "FAKE PEEL" 


Е о ићи ма 
Ф 


FAKE PEEL 


TE MOVEMENT ACROSS THE 
FORMATION TWICE. FROM 
THE ORIGINAL FORMATION 
BACK TO THE ORIGINAL 

FORMATION 


@ ೦೦ 
0 —— 


HUDDLE CALL: ZERO WIDE "LONG ТОМ" 


LONG том 


“ТЕ MOVEMENT ACROSS THE -- 


FORMATION TO A POSITION © ОО ОО © 
OUTSIDE THE WR - "TO" 
THE FINAL FORMATION LENT 
@ @ | 
LONG PEEL HUDDLE CALL: 1 "LONG PEEL" | 
TE MOVEMENT ACROSS THE © ООПОО `Q | 


FORMATION TO A POSITION О | 
OUTSIDE THE WR = "AWAY 9) қ КУ — 


FROM" THE ORIGINAL ' 
FORMATION ' | @ © 


IET 


BACK MOVEMENT ACROSS THE 
FORMATION AWAY FROM TE 
SIDE. START FROM 
ORIGINAL FORMATION 
CALLED 


SHORT JET 


BACK MOVEMENT, TOWARD THE 
CENTER & AWAY FROM THE TE, 
THAT DOES NOT CROSS THE 
QB. START FROM ORIGINAL 


"FORMATION CALLED 


LONG JET 


BACK MOVEMENT AWAY FROM 
TE SIDE TO A POSITIQN 
OUTSIDE THE WR. START 
FROM ORIGINAL FORMATION 
CALLED 


QUICK JET _ 


2 STEP "QUICK" MOVEMENT 
BY A BACK AWAY FROM TE. 
START FROM ORIGINAL 
FORMATION CALLED. 


FAKE ТЕТ 


BACK MOVEMENT ACROSS THE 
FORMATION TWICE. FROM 
THE ORIGINAL FORMATION 
BACK TO THE ORIGINAL 

FORMATION 


"NUMBER FORMATIONS" 


HUDDLE CALL: 


й? 


HUDDLE CALL: 


HUDDLE CALL: 


HUDDLE САМЬ: 


© 
Q 


соопоо 
O 


4 "ТЕТ" 


ООПОО 
б Ф 


3 "SHORT JET" 


9 "LONG JET" 


4 - OVER "FAKE JET" 
oomooo 
ರು ಫಿ 
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"NUMBER FORMATIONS" 


HUDDLE CALL: ZERO "SHORT PEEL" 


TE MOVEMENT, TOWARD THE 
CENTER, THAT DOES NOT CROSS @ О О ಹ О O 
THE QB. "AWAY FROM" THE 

ORIGINAL FORMATION 


TIM 


TE MOVEMENT FROM QUTSIDE 
THE WR "TO" THE FINAL 
FORMATION 


TOUT HUDDLE CALL: 8 "TOUT" 


TE MOVEMENT AWAY FROM THE 

CENTER TOWARD À WR - © ООВОО 
"AWAY FROM" THE ORIGINAL © 

FORMATION 


COMMON FAULTS IN EXECUTION 


1. Tipping off your intentions by lineup. 


2. Poor recognition or failure to key situation properly. 

3. Poor position on opponent prior to committing technique and committing 
too soon. 

4. Failure to make the correct adjustment and use proper technique. 


5. Giving up on block too quickly. 


6. Not knowing your opponent and his tendencies adequately. 


7. Going to another block if your man disappears. 


— — ве. — —— анх өм 


7X" AND "2" FUNDAMENTAL PRINCIPLES OF BLOCKING 


The success of the outside running game has been based on our ability to >:2ск 
the force. Our ability to go wide reflects the blocking by our "X" алі "Z" at 
the Р.0.А. We believe we have the personnel to have the best outside blockers 


jn the League. 


In order for us to reach this goal, our "X" and "Z" must realize the following: 


A. You are very important in our running game, and you must approach 
your assignment with this in mind. 


B. The effectiveness of our running game will improve our play-action 
passes as well as our overall pass protection. Effort and speed on 
running plays will help you get open when we fake the run and throw 
a play pass. 


C. That it requires concentration, self-discipline, willingness to pay 
the price, and personal pride in order to become a good blocker. 


- 4 РЭГ 4 подано ded aa а — 2-- o - ~ 


VALUABLE HINTS FOR EXECUTION OF BLOCKING ASSIGNMENTS 
14 KNOW YOUR OFFENSE 
A. Have a good knowledge of every play in our attack, especially the 
wide and off tackle plays in which you have key blocking assignments. 
B. Know blocking assignments and adjustments at Р.О.А. 


C. Pay particular attention to game plans when plays are set up to take 
advantage of an individual, a defense or a situation. 


D. Most of all - Know your assignment thoroughly. Know what, when, why 
and how, you are to do your job. 


2. KNOW BASIC DEFENSES USED IN N.F.L. _ 


IR, 
4, 


Emphasis must be placed in knowing who they prefer to force the рјау. 
Some teams will vary and others will use specific men. 


3. KNOW YOUR OPPONENT - ----- ` - 


It is important for you to know the basic defenses used in the N.F.L. ರ” 


Anticipating what your opponent is going to do is essential. Analyze eacn 


player and know his tendencies well. This you must do in film study 68೦೧ 
week. 


BASIC FUNDAMENTALS 


Football is based on movement and striking ability. But it is important that 
the following things take place prior to snap: . TP En " 


1. Recognition of defenses and anticipation of opponent's move. Look for 
keys or tip-offs before the snap. 


2. Using proper split distance that will enable you to carry out your assizn- 


ment. Constantly change your position in order that the defense cannot 
read your intentions. 


pum ara d 
- —— 


2. IMMEDIATE СКАСКВАСК: 


сай. Drive immediately to block outside LB. If LB disappears combo up to 
inside LB. We will use different techniques depending on Y's or HB's 
responsibilities. 


ESSENTIALS: 
A. Keep splits that will enable you to get the job done. 


B. Speed step with inside foot band explode to a point to execute 
technique. 


C. Easy knock down block. Good contact at P.O.A. "Keep Head Up." 
lst priority - Seal. 2nd priority - knock down. 


за d. Use technique best suited for situation. n ಜಟ 
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COMMON FAULTS: 
A. Starting upfield too quickly 
B. Over extension at Р.О.А. 
C. Poor combo technique at Р.О.А. 
3, READ: 
Knowing the man ог area of responsibility you must block before ball is 
snapped. Example: Toss 18/19 Boss, block deep 1/3 or 4/2 of field - 
204 force. Defense and play will dictate responsibility. 


ESSENTIALS: 


Read defensive movement and use proper technique to block play responsibility 


"on COMMON FAULTS : erp =... 


A. Not keeping good position in accordance with development of play 
and movement of defensive man. 


b. Poor recognition of defensive change ups. 77 ^" ` 
с. Poor knowledge of the Play. 


a. Aiming in front of defender too much, permitting him to fake and 
escape around you. 


e. Running too much of an arch when recognizing а quick force. 


7. 


ROOSTER: (HAND SHIVER TECHNIQUE) 


"X" or "Z" working the outside numbers of the defensive HB with the play 
designed to come to his outside. Technique - High shield - bouncing butt 
type technique, cut late on escape. 


ESSENTIALS: 
A. Speed off L.O.S. to drive man deep, keeping position on outside 
number. 


B. As you feel the man recognize the play and start reaction, come 
under control and fight for position. 


C. You are a moving, bouncing hitter exactly as "Rooster" implies. 


D. If your man is escaping you inside, roll him in, or peel and cut 
him; any time you feel him escaping, apply cut. 


—rss9@h — 


E. Stay high. Keep elbows and forearms up to control. 
COMMON FAULTS: 


A. Drifting off L.O.S. permitting man to loosely play you and have 
easy play recognition and recovery. 


B. Trying for too much outside position or going directly at man and 
not anticipating move of defensive man outside the ball carrier. 


C. Over-committing yourself when you come into block control. Losing 
your balance and man in the process. Remember, you have a ball 
carrier who will help you make your block. 


SEAL 


22. Used by offside blocker to get position to shut off pursuit. TECHNIQUE... 
-Rooster, Cut - Any technique you want to prevent defensive man from getting — 
to runner - HUSTLE to cut off angle point - Keep him on your side as long 
as you can by releasing upfield when you can. 


ESSENTIALS: 


A. Speed to position to prevent defensive man from getting angle on 
ball carrier. 


B. Release at proper angle 


C. Force defensive man behind to run the arch on pursuit 


COMMON FAULTS: 
A. Notmoving to retain position on defensive man in relation to ball 
carrier. 
B. Over-committing - not utilizing position and balance 


Thinking you are away from play and cen take a break - think cuttack 
by runner to your side. 
GET YOUR MAN! 


— SWITCHING THE BALL: ———— = мах 


BALL HANDLING FUNDAMENTALS 


ACCEPTING THe BALL: 


Place the FAR hand (hand away from side QB is feeding) slightly 
below belt buckle, palm up with the elbow slightly raised away 
trom hip to serve as a stop for the ball. 


Place the NEAR hand (hand to the side QB is feeding) at the front 
of tne shoulder with the thumb pointing down to help force the 
elbow up. The near elbow must be kept high forming a pocket for 
the ball. The QB will place the ball on the belt buckle. Do not 
reach for the ball. Once the ball is placed on the belt buckle 
drop the top arm and close both hands over the points of the ball. 


Tne Ball Carrier should be looking at the Р.О.А. and not at the 
ball. The QB is two-thirds responsible for the hand-off, you are 
one-third. | "EE 
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CARRYING THE BALL: 


The ball should be carried with the finger tips over the point 
with the other pe tucked between the elbow and the armpit. 
Both hands should always be used to put the ball into place. 


PROTECTING THE BALL: 


1. Whenever possible the ball should be kept against the body. 


2. When contact is inevitable from both sides the ball should 
pe protected with both hands. 


3. when going down the ball should be protected with both hands. 


Switching the ball should be an automatic reaction when tacklers 
approach to ball side. This will enable you to use the free arm 
toward off-tacklers. - ; 


Switching the ball should be done by sliding the free hand over 
the top of the ball getting the fingertips over the point, bring 
it across the body using the bottom hand to help carry the ball 
to the other arm. | 


COMMON FAULTS THAT LEAD TO FUMBLES: 


1 Near Elbow not raised ` 
2. Reaching for ball _ 
3. Not closing pocket on ball 
5 
5 


Waving ог пос keeping ball tucked with fingertips and arm 
Switching ball in heavy traffic | 


2. APPROACH: Explode out of your stance by stepping 
first with the near foot at a point just outside 
the man you are going to block. Your second step 
should be right down the middle of the man. While 
on your approach, be ready to adjust to his charge 
either in or out. This is why it is so important 
to get to him quickly as you will cut down on the 
distance you allow him to move. Keep the knees 
bent, head up and feet apart and moving. 


3. CONTACT: Your concentration point for contact is 
4" above his outside knee. Get under his shoulder 
pads. Block with your inside shoulder through his 
outside knee. Hit on the rise and work your feet 
upon contact. 


4. FINISH: Maintain a good base and keep your head 

up and feet moving. If you have to, go to all 

... fours .and scramble.him,.but.at all cost try not го. 

7 — епа up on your belly unless" ће 15 cut down on top "^'^^ 
of you! 


5. C.P.: If while on your approach you see your 
offensive tackle blocking your assignment, continue 
on your course and block his responsibility. This 
is called a Bat technique and may be called prior 
to the snap by your tackle. Don't ever assume it 
will be called. А proper approach will take care 
of this adjustment! 


COMMON FAULTS 
Approaching at a poor angle. 


Not getting to block quick enough. 


1. 
2: 
3. Over-extending under the man ending up on your belly. 


Not follow through ೩೧೮ allowing the man to escape. 


таз 


2.3 WALL BLOCK: А two offensive man combination block usec 
primarily on the backside of a running play. The 8ack 
will block the outside of the area and the Tackle will 
usually be responsible for the inside of the area. 


TECHNIQUE: Generally a Back and Tackle Tech. . 


l. P.S.L.: Locate the two men in your assigned area. 
Your P.S.L. may define which man will be yours. 


2. APPROACH: Explode out of your stance by stepping with 
your inside foot at the inside leg of the Offensive 
Tackle. While on your approach, read the charge of 
the two people in your area. Continue on your course. 
Keep the knees bent, head up and feet apart. C.P. 

If your man takes a hard outside, continue upfielc 
to the next man. 


ша ЕККЕН CONTACT: Make contact with your outside shoulder on 


пи os any-man-that-crosses your path;--Put your outside 
shoulder through the inside hip of the defender. Hit 
on the rise and work your feet upon contact. 
4. FINISH: Maintain a good base and keep your head up 
and feet moving. Don't allow the man to escape to 
your inside. You many use cut Tech. 


5. C.P.: Be prepared to block as soon as you leave your 
stance. 


COMMON FAULTS: 
1. Approaching at a poor angle. 
2. Not being ready to block 


3. Not sprinting through the area. 
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и M Allowing an inside escape. | 


ос Hor 


: О | 


308 BLOCK - Back on Backer - 6-7 and 8-9 noles. 
This block is used primarily with a Sweep оп the Stub 
LB'er or DE. 


TECHNIQUE: Hook Block all the way! 


1. P.S.L.: Locate your assignment - usually a Stub 
LB'er but could Бе а DE. Your concentration point 
is the man's far hip. 


2. APPROACH: Explode out of your stance by stepping 
with your near foot at a point approximately l foot 
outside your assignment. Sprint for this point 
always attempting to get there even if he moves out. 
Be alert to cut him early if he attempts to go under 
you. Keep your knees bent, head up and feet apart. 


3. CONTACT: Your concentration point for contact is 
the man's outside. Continue on your approach 


—-—- .attempting to-drive-your head on-past-the-man. -- 


Make contact by getting your head through his 
outside number. Strike off your outside leg. This 
helps you get going upfield. Hit on the rise and 
keep your feet moving. 


4. FINISH: Maintain a good base and keep your head 
up and feet moving. Attempt to end up going straight 
upfield. 


3. C.P.: Since you are going for a hook all the way, 
make sure you don't let him get under you. 


COMMON FAULTS: 


1. Not getting to the man quick enough. 

2. Approaching too flat or too wide. 
—3.—-Leaving-your feet-too-soon.— — === = => 
4. Not finishing headed upfield. OO | 
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РАМЕ, INFLUENCE BLOCK: The Inf. Block is either a "clean up" 
block on a man coming off another block or a block 
on a LB'er at the Р.О.А. The Back will lead through 
the hole called. 


TECHNIQUE: 


19 


...weak lead draw your concentration is LB'er all 


P.S.L.: Check the defense at the P.O.A. Try 
to anticipate what your block is going to be. 


APPROACH: Explode out of your stance with a 
lead step, driving for the inside point of the 
hole called. While on your approach, read the 
defense all the way. Stay tight to the inside 
of the hole and only leave this course if the 
hole is clean and the LB'er appears from the 
outside. Your first thought is to seal inside 
the hole, either on a down lineman or LB'er 
coming from the inside out...  ..———— 


CONTACT: Your concentration point is outside 
foot of the lineman at the Р.О.А., not on an 
individual man. If a lineman comes off the 
lineman inside the hole, block him by putting 
your inside shoulder on his inside hip. Hit 
on the rise and work your feet on contact. If 
the hole is clean and a LB'er appears, execute 
а Butt Block through the numbers. Vs. Bubble 
you many help Center. 


FINISH: Maintaining a good base is important 
on both blocks. Keep your head up and feet 
moving. The one thing you don't want to happen 
is to get stuffed in the hole. 


С.Р.: The most important point 15 to read on the 
move. Don't wait for something to happen. Ona 


the way. 
COMMON FAULTS: 


Not reading the defense properly. 

Not tight enough to the inside of the Р.О.А. 

Not hitting with authority, therefore, getting stuffed. 
Choosing a side on a LB'er. 

On a lead draw - giving away the inside you already 


Un [- Оз Ко ка 
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GAP BLOCK: À combination block with a back and a tackle 
or a back and a tight end. 


TECHNIQUE: 


1. P.S.L. 3 Check defensive front and locate your possible 
assignment. 


2. APPROACH: Step out of stance with a short lateral step 
keeping shoulders square up field. Team with tackle or 
tight end on defensive man. Try to push defender over to 
tackle or tight end if possible. (Keep shoulders square). 
Then release for second inside defender. 


COACHING POINTS: If defender works hard into you sustain hin, 
pulling lineman will make adjustment. If 
defender works outside you go through and 
work backside. 
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IDENTIFICATION OF NICKEL COVERAGES 


"CHINA" DOUBLE "H" 
"CHINA" "X BRACKET" "TANGO Y-F" 
"CHINA" - BUZZ "X" -"TANGO F-F" 
"ри 
BRACKET 
"H" 
TRAP - F 
"FRANK" - TANGO "Y-F" 
-ВА55-"Ү-Е"-48ЕР DOG) —— - 


BUZZ "X" - "F" 
"BRACKET" - "H" 

READ "Y" - (RED DOG) 
"JAZZ" 

"ZEKE" 

"2080" - F 

"FUZZ" - Е 

"CLEO" 

8022 "2" 


- SKY 

- BRONCO 

- FRANK 

- JILL 

- CHINA - HOLE 
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IDENTIFICATION OF DEFENSIVE PERSONNEL 


IDENTIFICATICN OF DEFENSIVE PERSONNEL IS EASED ON THE POSITION OF THE 
DEFENSIVE PLAYERS AS SEEN FROM THE OFFENSIVE SIDE OF THE BALL. 


DEFENSIVE LINE SECONDARY 
RIGHT TACKLE (4-3) : "RT" RIGHT CORNER ; "ROB" 
LEFT TACKLE (4-3) : "LT" LEFT CORNER : "Lou" 
NOSE TACKLE (3-4) : "МТ" STRONG SAFETY : "FRANK" 
RIGHT END : "ВЕ" | WEAK SAFETY голы — 
LEFT END S "LEM 
LINEBACKERS 
STRONG OUTSIDE ; "STUB" 
STRONG INSIDE (3-4) : эмс, 
MIDDLE (4-3) : 
WEAX OUTSIDE : "BUC" 
WEAK INSIDE (3-4) : "WILL" 
REGULAR 3-4 | REGULAR 4-3 
—- 2-ШІ. «аячы ಚಡಗ а ನಗಿ (| Eye eere ecce LDL ನಾವ ಲ ತಾನಿ Gne 
4-18 ತ್ರಾ: шет ತಾಂ Y А н 5 ` B .-- 3-18 an o платить өз ее м ಯಲ ದು пн стави а >. ЭР 
ಓ-28 ಓ-28 
NICKEL 4-0 ` NICKEL 5-0 NICKEL 5-0 
L-DL nor 5-DL 
2-LB 2-1,8 1-13 
5-DB 5-DB 5-28 
DIME 4-0 DIME 3-0 DIME 5-0 : 
i= DL 3-DL 5-DL 
4-18 | 2-LB O-LB 


6-DB | | 6-DB .6-DB 


40 DEFENSE (NICKEL WITH & DOWN LINEMEN) 


LOU JILL FRANK ROB 
V V У V 
(DB) 
BUCK MAC STUB 
32 ФА v. 
V M v v 
© 00000 © 
| © 
мэ 9 с 9 — 
Е DEFENSE (NICKEL WITH 3 DOWN LINEMEN) 
LOU JILL FRANK ROB 
У V V V 
WILL MAC 
(DB) 
BUCK E У N id E STUB 
У ~ ~ ~ У 
Q ообоо 
4 Q 
-Ф Lo Orn осш... 


50 DEFENSE (NICKEL WITH 5 DOWN LINEMEN) 


LOU 11 
У (DB) 
BUCK STUB 

Y V FRANK 

У 
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4-3 DEFENSIVE FRONTS 


"UNDER SINK" 


(5 DOWN LINEMEN) 


( BEARS ) 


"46 - OVER" 


NND D uL UE uL C RECS 


"UNDER - SINK" 
" CHANGE" 
EXE 8-2 
"OVER - STACK - SINK" 
"CHANGE" 


=o 
"STACK - WIDE" 


22 
"STACK WIDE" 
про 


ООО 


DEFENSIVE FRONTS 
O 


2h 


3 


3-4 
"DOUBLE SINK" 


J| зт | 
ма = 
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"DOUBLE SINK" 
"DOUBLE SINK" 
"CHANGE" 


"36 - SWITCH" 


Ë OUTSIDE пее ше 


"W" 


HEAD UP ON THE OG ON THE 
LOS 


"1" 
IN THE "1" GAP ON THE LOS 
(THREATEN BLITZ) 


"2" 
~ E W T 
IN THE "2" GAP ON THE LOS 
(THREATEN BLITZ) O O а O O О 


7 Е ү" 


(ТО THE WEAK 5ІрЕ) LINE 
UP OVER THE TE ON THE LOS 


“Н" 


LINE UP ON H OR F IN A 
PRESS POSITION 


"K" 


LINE UP ON "X" IN A 
PRESS POSITION 


LINE UP OUTSIDE OF BUC 
ON LOS. (THREATEN BLITZ) 


WALK 


OFF THE LOS MID-WAY 
MID-WAY BETWEEN X AND OT. 


STUB LINEBACKER ALIGNMENTS 


" 51 " 


LINED UP OVER THE ОТ ಎ 
OFF THE LOS 


" LUG" 
LINED UP OVER THE 00 


"STUD" 


STACKED BEHIND THE DE 
OVER THE TE 


о но еее ss 
O O Ы ООО 


OFF THE LOS - MIDWAY 
BETWEEN X AND Z 


"7" 
má 


PRESS POSITION ON 2 


"SOFT" 


OFF THE LOS OVER TE 


"MIKE" 


MIDDLE LB POSITION IN 
4-3 LOOK 


"WIDE" 


ON LOS OUTSIDE THE TE 
- DE OVER Y 


"BEAR" 


ON LOS OUTSIDE THE ТЕ ಎ 
MAC OVER Y 


" CHANGE" 


ON THE LOS OUTSIDE THE 
TE - S/S OVER Y 


онь, —— аи кто 


LOUIE 


LT SLANT INSIDE GAP 


RALPH 


RT SLANT INSIDE GAP 


2 GAP 


WHEN А D-LINEMAN PLAYS 
BOTH GAPS ON A MAN 


_ -IITE |... 


BOTH DT's SLANT ТО INSIDE 
GAPS 


WIDE 


BOTH DT's SLANT TO 
OUTSIDE GAPS 


RAM 


BOTH DT's SLANT TO 
OFFENSIVE RIGHT 


LION 


BOTH DT's SLANT TO. 
OFFENSIVE LEFT 


TWIST (RTT) 
DT STUNT - RT LEAD 


TWIST (LTT) 
DT STUNT - LT LEAD 


| SLAM 
DE & DT TO TE SIDE 


SLANT TO INSIDE GAPS 


STEEL 


DE TO THE TE SIDE & NT 
SLANT TOWARD THE TE 


(2 MAN SLANT) 


WHEEL 
DE AwAY FROM TE SIDE & 
NT SLANT AWAY FROM TE 
(2 MAN SLANT) 


SLAM 


ad 


DE TO TE SIDE & NT 
SLANT AWAY FROM TE 


(2 MAN SLANT) 


DE AWAY FROM TE SIDE 
& NT SLANT TOWARD TE 


(2 MAN SLANT) 


SALLY 
3 MAN LINE SLANT TOWARD TE 


WILMA 


3 MAN LINE SLANT AWAY 
FROM TE 


LET 


& NT STUNT — йо 
IS FIRST, КТ BEHIND 


& LE STUNT 
IS FIRST, DE BEHIND 


RET 


& NT STUNT 
IS FIRST, NT BEHIND 


RTE 


& RE STUNT 
IS FIRST, RE BEHIND 


BASIC COVERAGE TERMINOLOGI & DEFINITIONS 


4-3 DEFENSE 


STUB PINCH 
OLB - DE - DT TO THE TE 
SIDE CHARGE INSIDE GAPS 


BUCK PINCH 


OLB - DE - DT AWAY FROM 
TE CHARGE INSIDE GAPS. 


RELT 
THREE MAN LOOP STUNT 


THREE MAN LOOP 5ТОМТ 


DOUBLE ET 


DE - DT STUNT TO BOTH 
SIDES - DE LEAD 


DOUBLE TE 


DT - DE STUNT TO BOTH 
SIDES - DT LEAD 


эвт d FOUR D = GN — = < 
CHARGE THE INSIDE GAP 


SOLID 


ALL FOUR D - LINEMEN 
PLAY A 2 GAP TECH 


OUT 
ALL FOUR D - LINEMEN 
СНАВСЕ THE OUTSIDE GAP 


A 


"9 COMBO" 


"IN" AND "OUT" MAN TO 
MAN COVERAGE ON ANY TWO 
RECEIVERS EXECUTED BY 
TWO DEFENSIVE BACKS 


"z" 


DOUBLE COVERAGE ON THE 
WIDE RECEIVER DESIGNATED 
AS "Z", EXECUTED BY TWO 
DEFENSIVE BACKS. 
COVERAGE TECHNIQUE CAN 
BE "BRACKET" (IN-OUT) 
OR "SHORT" AND "DEEP" 


2 ВКАСКЕТ 


Z TRAP 


. "I" 
DOUBLE COVERAGE ON THE 
WIDE RECEIVER DESIGNATED 
AS "X", EXECUTED BY TWO 
DEFENSIVE BACKS. 
COVERAGE TECHNIQUE 

CAN BE "BRACKET" 
(IN-OUT) OR "SHORT" 

AND "DEEP" 


X BRACKET 


X TRAP 


B 
Bracket 
Obl = Cov "X" 
л 
A 
LS 
” 


M/M Y-F 
Inside 


А Release 


VN 


с 


M/M Y-F 


Outside 
Release 


COVERAGE TERMINOLOGY AND DEFINITIONS 


TANGO 


"IN" AND "OUT" MAN TO 
MAN COVERAGE ON THE 
TIGHT END AND A BACK 
EXECUTED BY TWO 
LINEBACKERS. 


"IN AND "OUT" MAN TO 
MAN COVERAGE ON TWO 
BACKS EXECUTED BY TWO 


M/M Y-F 


Inside 


Release 


N 


LINEBACKERS i : . J 

L M/M H-F M/M H-F 

Outside Inside 

- Release Release 
Ф 5929400 

p^ I ` ~ М 

4 ` 

D @ 


BASS 


TTD 


"IN" AND "OUT" MAN TO 

MAN COVERAGE ON TIGHT 

END AND A BACK EXECUTED 

BY A LINEBACKER AND A 1 
DEFENSIVE BACK 


@ 


M/M Y-F 
INSIDE 


RELEASE . 


i NS 
оодоо 


5 


$^ 


R 


M/M Y-f 
Outside 
Release 


Q 


HAE челе нери. 
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REGULAR COVERAGES 


COVERACE TERMINOLOGY AND DEFINITIONS 


"CHINA" 
A MAN TO MAN COVERAGE 
DEFENSE OF SOME KIND 
WHERE-IN THE STRONG 
SAFETY (FRANK) PLAYS 
CENTER FIELD WITH 
NO MAN COVERAGE 
RESPONSIBILITY - 
"POST HELP". 


W . M 
S 
соцоое 
e Ф 


L = M/M on X with Outside Leverage 
J * M/M on X with Inside Leverage 


B 


"BRACKET" 


A TERM USED TO DEFINE 
DOUBLE COVERAGE ON A 
SINGLE RECEIVER, 
WHERE-IN, ONE COVER 
MAN TAKES AWAY INSIDE 
ROUTES AND A SECOND 
COVER MAN TAKES AWAY 
OUTSIDE ROUTES. 


"J TOP" 


A TERM USED TO DESCRIBE 
A MAN COVERAGE WHERE-IN 
THE WEAK SAFETY (JILL) 
PLAYS DEEP HELP OVER 


Deep Heip 
Over 2-158 


Z-Y-F TO THE STRONG ye 
SIDE - "VERTICLE 
STRETCH" HELP. L R 
F і 
4 , 
/ і 
м ' 
B ` / ' 
о 200100 1 
А 5 


COV: ó JILL 


25 15 64ಟ್ಲ್ರಿ s 
“- 
CURL 
1 ರ್ಸ್‌ | 
L 7 HOOK Ж, : e" 
а r 
9 


M HOOK 


FLAT А М 
O O O O © FLAT 
° у 9 @ 
_ @ ® 
COV: 6 BRONCO 


1/3 


СОТ: 4 TAMPA MATCH WEAK 


M, 21 
5 N, Же” ЈЕ: i 
! M/M ЫГ 
| В 5 Y 
\ 
о ‚© ogo og : 
"m @ @ Ё 
cov: 4 FRANK 
МР 
j CURL HOOK A | i ? 
А ОМ 20018 Ра: Ec 
i B 
@ оороо о / ” 


COV: 4 CHINA 


HOOK № - CURL 3 


COV: 


[ом SN 4. 
-5 


Ф 


о O 
| O х 
oo 
O = 

O 

+ 


(2) 4 SQUAT 
1⁄2 
ЦЭ 172 
4 Ne 7 
CURL | 
1 д W ` 
\ 
i ` 
\о Onood 


= 
Q--- > 


COV: 


2 - LOCK X & Z 


А ам КЕ; 
+ F 
AS 
( соцоое 


© Ф 


нанні 


* WILL "000 Y" 
ON INSIDE 
SEAM RELEASE 


COV: 2 

м, | | / 
і В | $ Z: FLAT 
@ | oogooo 


RUSH 


i --- -— ph Ss ст тола боле Ва © СҮН эг ҮЭ Е ТРН: —€—— Ó 
COV: 2 LOCK "Y" 


1⁄2 


— J | 7 
” 
Г N — 481 


M M/M 


COV; 2 LOCK "Н" 


1⁄2 


© FLAT ` O | O ೦ Ф 


T" 
А 
> 

Р ы 
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REGULAR COVERAGES 
COV: 1 "ZEBRA" = TANGO "F-Y" 
` 
7 FREE 
J 
M/M 
L M/M — BANJO 
“o 
i Ч ಹೆ ಲಭ f 
4 ^ $ | Pd 
! i : S 2 
4 
е) ೦1೦೧೦೦೮. 
, ' 25 
4 
RUSH 2 : P4 
од 
೧೦೪: 4 "FRANK" 
( FREE ) FRANK 
DEEP HELP 
eee OVER Y-F 
м/м VL 
Г F 
1 M/M M/M 
I Ч М M/M 
і І 5 
| * ф 
Š і 
© O ,O z Qu 
. ' 
d \ 
Б ಜ್‌ RUSH | 2 5 
СОТ: 1 "FRANK" TANGO "Y-F" 
FREE FRANK 
DEEP HELP 
га ОМЕК Y-F 
м/м ын 
L BANJO 
Г M/M Ра! > 
í i жЖ 
I ' х 5, 
Ф ` O © но Q 5, 2 
| RUSH : 2 
“ 


@ oY 


BRACKET 
06. -сом 2 R 
Ғ. "ZEBRA" : 
` ! 
: ' 
% 1 
` | 
fo 


©-------> = 
ж 


COV: 4 - (DOUBLE H) (STUB) 
| 
At 
- J "н" OUTSIDE 
- : 2s t t RELEASE 
- CROSS ROUTE 
| CROSS s T ` 
i ROUTE 4 ' 
( ` : 
` © 
С) 
! 
°° (| suse нке = мол x L = 
Sem ON H Ó | 
СОТ: 1 = BASS "Y-F" - DOUBLE "H" 
J 
M/M 
EB (೨1. 
4 за 
i ) 
' N | к 
4 N ! 
` 
© ч OO 
N | 
\ 
4. 


COV: 


M/M 


ನ್‌ 


Ө... 


1 BUCK (TANGO) 


REGULAR COVERAGES 


F 
TANGO ” 
/ 7, 


4 
« 4 


TANGO Y-F: IN/OUT 


-- - m Д) 


| 
| 
о 


BUSTER "F"; IN/OUT 
ON "Е" BY STUB & MAC 


M/M 
R 
\ 
| 
| 
| 


-ОМ Y-F BY FRANK 4 MAC 


ім 


COV: 


REGULAR COVERAGES 
7 - TRAP - "F" 


M/M "хм 
ОЕЕР & INSIDE 


M/M 

2 7 M/M R 

7 | BUSTER "Е" г Џ 

7 

е W M i : ( 

FLAT y M/M | 
TRAP,” B 45”, , ( 
\ 4 4 2 | 

“ОО ಗ್ರ 0೦0೦೮. | 

\ 4 4 2 © 

ГА 
: RUSH M 4 


COV: 


7 - "FRANK" - TANGO "Y-F" 


pd NL EE а FRANK TECH 
2 OVER чү-р: —— 
Хо 


M/M A emo 
W M 1 родної 
4 | 5 e. 


7 - BASS "Y-F" (RED DOG 


DEEP HELP 
OVER X-H ил 
J 


M/M 
TANGO Ж 5 
M/M й 5; , / | | 
Й | \ > 7 ` ( 
/ , ! 
оде u O Ó G | 
, ' / Q 
RUSH 4 | Í 9v усн 


ಬಟ ಹಟುಟ ಹುಟು адал 2 Эн 


REGULAR COVERAGES 


1 Хо 


COV: 1 "CHINA" - DOUBLE "H" 


M/M 

M/M `a : 

ү 4 TULIP "H" IN s 

П \ \ \ M/M i 

I ` | \ i 
: N ` 

(9 \ OO O. O Ф 


' 
RUSH 4 К Q 


Пээ. E — -- — 


СОУ: 1 "CHINA" "X-BRACKET" "TANGO Y-F" 


CHINA FREE 


J 

BRACKET 

DBL-COV "x" M/M 
Ч сам ” BANJO F R 
| 2 ' 
1 ” /^, vs JÀ | 
| ” M/M M 087 Ри 
| «б В i ` 5,, : 

4 
@ ` О 5 00% | 
\ . | 7 © 


OUTSIDE Ж Чад M/M 

TECH 

ЊЕ | А BANJO 

l ` і “22 

f BUZZ = "x" \ M 5 418 
д 


| | , / 
@- - . О Ы О О ој | 
: | | 


IDENTIFICATION OF NICKEL COVERAGES 


REGULAR COVERAGES 


COV: 9- "JAZZ" 


JAZZ ТЕсн 
DEEP HELP OVER 
Y-2-F 


M/M 


COV: 9 "ZEKE" 


M/M 
и, 
м/м 2 А 
L | Ñ | ZEKE - ов. 
1 \ Е COV oN "2" R 
' \ N BRACKET і 
м/м. Ч M N м/м ` l 
| | N 5 ` | 
Ó R ` ` | 
\ О Ы T О © B Ww. 
` : ! Во 
юэ | ಇ. RUSH RUSH i 
er 3 _ ЭРХ ге === 6 ಡ್‌್‌ 9 T ema 
COV: 9 - "7080" - "и 
2080 - 08. соу 
Iaa m ON "Z" BRACKET 
` M/M 
M/M N. F R 
L | „~ I 
м/м g BUSTER F ` . 
| Ї ег "P егі мм | 
“° / | , | 
2219 ою g o o в, ಮೆ 
\ í | | / 
4 LA 


RUSH Ф | GY 


NICKEL COVERAGES 


ಡೆ COV: 91/97 "CLEO" 


„a WEBER KELP 
ОР 
OVER Х-н 


Ж 
` 
= 
L 


і M/M 
! 5 Ын 
\ 


| Ф ROB SLOUGH 


=>. ಎಂ ದು 


ಧಾ ಪತಾಕ 
| x 
(ಅಲ 
== 


в — ‘ee ТЕ phap МОТ ss =s 
CHALLENGED 
cov. 91/97 "STUB" 
_ DEEP HELP DEEP HELP 
OVER Х-Н OVER Z-Y 
ын p M/M 
J F 
б : 2 
' R 
\ \ 
\ M. у 
' B f L 
І i 1 — фр ಇ М/М 
| М | | $ М 
Џ | ` 
@ ó | п i En ° Em 
OE B ತ 5 == 1 | E , МЕ су ааа ES < 
i © 
• 
COV: 81/87 
3 ON 2 ROUTE READING 
CONCEPT 
DEEP HELP "|" FREE 
OVER X-H 
"Ne. í сом 8 
J F 
UN 
| ~ 
M/M N 
L | ~ қ R 
| ! N Я A 
x м/м м/м | Рала | 
1 ` 
| ; c | uod 
: i | ಸರ ಎ ಎಲ್ಲ 
Џ = — 
Q 5 $ = У; 4, --2% 
6 Жи Š 
| 


© 


WICKEL COVERAGES 


"46 - CLEO" 


COV: 


FLAT 


COV: "46 SKY" 


1/3 
— 
4 cua У HOK 
L i 
2 NS 
P 
FLAT | s 
| ©. _ $c 2ф - 
parque — n ದ್‌್‌ Е ооо а Mi 
1 
| © 
9 
COV: "46 BRONCO" 
1⁄3 
1⁄3 Ше | 
J 
HOOK 


1⁄3 j 
і 
F CURL 
какы PN 
HOOK 3%. R 
4 ч 
\ ” 
з. 9. 
o —— 
1/3 
F 
% 
} CURL 
HOOK ~ ~ | 
™ LAr 
© 
Q 


NICKEL COVERAGES 


| COV: "22 = LOCK Y" 
1⁄2 
№ 
HOOK 
1 EN M 
FLAT 
с 19:49 
Ще | Ес о КЕТ 
Lc ПИ. s 4 0 - 
COV: ШАҒАН 
1/2 
HOLE 
L HOOK Nn. 
1 
° 14049 
Ен И NN ИК ಇ Е 
вм а А сызатын лт "а = ТЕ ы ылы лысты бунақ | 222 Ф - 
o 
СОТ: "22 - YALE" 
1⁄2 
N 
E 
: | 
: ato 
Q Ди Н 
i © 


1/2 
F 
M/M FLAT 
! Ф 
1/2 
HOOK 
R 
S FLAT 
© 
O- —— 
172 


г 
M/M 
R 
б | 
' 
і 
M/M ' 
4 


Сул 


NICKEL COVERAGES 


` COV: 97 - "BUZZ" 


DEEP SLOUGH 
HELP ON X & H 


M/M 
J F 
` \ 
ї « OBL СОУ M/M 
L | \ T р 
м/м | я à | 
И ` 
ЕС `В д \ i 
ГА 


A 
ма ан Sae TE 4 © О S ЕКЕ о E EE E 
COV: 97 "TRAP" 
COV X M/M 
DEEP 4 INSIDE 
— F 
; \ oÆ cov шид 
4 м/м Y R 
FLAT / M/M M N i 
RAP 7 B Г 
/ I ! V ' 
° | | ЧЕ 
рт? а 1 9906 у © 
= 
ನಾ ~ En Ac An ES 
‚ ಥಿ 
@ 
cov; 91 
байн 
l 
M/M | DBL соу ци 
| Y ` | 
SS M/M | | 
| 
p | | 


Q------c 
О----ш 
-9< 
-Ө- 
-0 
-Ө- 
о--9-< 
„др. 
@ 


Ut 


NICKEL COVERAGES 


соч: 11 "INSIDE BRACKET" 


м/м СЕС? 
м/м CEEP 


E 
azal FIR 157 
м/м READ INSICE ROUTE \ 
2 ( FOR © м/м 
| A В ^ ROUTE M FOR SUTSIDE 
! i 2 CROSS RELEASE | 
| ^ у ^ $ ROUTE 
© ЩАС = 
t 
і 2 
АД se шы = ಜಟ ИН er ! Wo с сайн 
соч: 11 "CHINA INSIDE BRACKET" 
CHINA M/M DEEP 
м/м ОЕЕР | pore 
READ FOR ist 
INSIDE RCUTE 
м/м м/м 
L ) ( READ R 
| FOR | 
| CROSS | 
| ROUTE м/м 
! ом | 
| OUTSIDE ! 
Q і = RELEASE 
em Ж N : ӨР” 
ВЕР се ವಾರ НАВИ ! pt MEAM ತ REIS DM UG OMEN 22 
| © 
COV: 11 "INSIDE BRACKET" 
шаг ОЕЕР p M/M DEEP 
J F 
M/M ди 
L тоон READ ) 1 
| FOR READ FOR 151 FOR \ 
| эж 4A — 2X CROSS INSIDE ROUTE CROSS ! Р” „> WM 
см ы ROUTE он 
! 


1 
M \ 
OUTSIOE N q: ROUTE/ , 007510 | 
| RELEASE $ RELEASE | 
е 
| 
| © 


2-3 HOLE 


RIDE 13/12 


- 
==. ಚ್‌ 
—-.— -. а ——— -- — - sls — -— — — e—— а —À = =  —— 
— - + — - — i ಜರ — Y ಧ್‌ — = + — — — 


PLAY RIDE 12. PLAY — RIDE 13 


RIDE 13 


OPEN TO HOLE CALLED 4 
TO B.C 


QB 2. TOKEN РАКЕ TO PB 
3. PAKE PASS 


REVERSE 


PWR BLOCK FORCE 


SPRINT SPOT: EXPLODE TO FAR LEG 2 
BC OF CENTER, ACCEPT BALL, FAVOR 

PLAY SIDE GUARD'S BLOCK. KEY 

PULLING GUARD РОВ НОГЕ. RUN TO 

DAYLIGHT 

NOTE=QB WILL FEED YOU DEEP TO 

ALLOW VISION TO HOLE. 


Y EAT, HOOK, SIFT 


INFLUENCE MAN ON, FAN. 
IF UNCOVERED, BLOCK PLB 


LOU OR 
PG IST ІВ 


RAY, BLOCK INSIDE TO RB WHEN IN MOTION BALL WILL ВЕ 

| | SNAPPED NEAR LEG OP P.S.G. USE 
INSIDE BIM BLOCK TECHNIQUE ОН 
MAN OVER Р.5.Т. 
VS. UNDER SHIFTS WITH "L" 
POSITION BLOCK E.M.O.L. 


LOU OR RAY, MAN ON OPP G 
(YOU, ME) 


ОРО TRAP 1ST MAN PAST CENTER 


BLOCKING VARIATIONS 
OFT EAT, (YOU, ME) | | | 


" " 
Ме 


= == 34 ಸಹಜ್‌ 


VS 46 15:25 


PLAY SLIDE DRAW 35 PLAY SLIDE DRAW 34 


L J R 
5. 
и“ 
Ba "4 = 
968098 \ 
) 
Fan @ | 
Е ರಿ 
SPLIT LEFT SPLIT RT 
SLIDE ГВАН 35 | SLIDE DRAW 34 VS 5-4 
L J R 
ಆ 279 
ма W M = Е 
`. B ЕД *., ©, \ 
Fan 
Ray 
@ 
SPLIT LEFT SPLIT RT 
SLIDE DRAW 35 | SLIDE DRAW 3⁄4 VS 3-4 CRASH 
J 20 R 
F 5 „М) E том Y F 
5 кт R "В 5 
ї Тав 44 Tag 
PLIT LEFT OPP. RT T 
OVERSTACK SLIDE DRAN 35 | SLIDE DRAW 34 2322-5558 
1. DROP AS PASS. KEEP HEAD DOWNFIZLD 
2 STEPS. 
PWR ВОСК FORCE QB 2. OVER HANDOFF 
. FAKE PAS: 


-ТАКЕ GOOD LATERAL SLIDE. OPEN UP 
. ВС BODY TO ACCEPT OVER THE TOP HAND 
OFF KEY FB's LEAD FOR HOLE. SLIDE 
TO CENTERS NEAR LEG BEFORE YOU ОРЕМ, 
OPEN WHEN QB OFFERS YOU THE BALL 


RUN 9 ROUTE — 


SET INSIDE. DRIVE BLOCK 


NOTE: BE UNDER CONTROL ON SLIDE TC 
HAND OFF AREA. DO NOT OVER-RUN 
HOLE. 


SET INSIDE. DRIVE BLOCK. 
PT IF UNCOVERED, TAG TO MIKE. 
C.P. 46 DEFENSE 


RAY (LOU) TO WILL VS 34 
PG ТАС TO MIKE VS 89 STACK 

DRIVE BLOCK VS 3 : 
PY at ~ 1) 
LOU (RAY) TO BUC VS 4-3 
RAY (LOU) TO WILL VS 34 
C C.P. 46 DEFENSE 


QUICK SET: VS P. S. GUARD COVERED 

RB KEY HIM GO THROUGH FOR lst INSIDE 
LB YOUR SIDE, VS 34, QUICK SET LEAD 
FOR MAC KEY P.S. TACKLE. 


TAKE QUICK SET TO SHOW PASS ANZ 
TO DETERMINE PATH TO BLK ASSIGNMENT 


LOU (RAY) TO BUC VS 43 
оға FAN 70 BUC VS 3-4 
C.P. 46 DEFENSE 


FAN TO BUC VS 3-4 BLOCKING VARIATIONS 


СЕТ SET & DRIVE VS 4-3 | 265 
С.Р. 46 DEFENSE C.P. SPECIAL BLOCKING VS 46 DEFENSE 


SLIDE DRAW 34/35 
DRAW 24/25 DRAW 14/15 
DRAW 37/36 DRAW 37/36 FAN 


SPRINT DRAW 14/15 (24/25) 


—ns T  .— ವರನು ರ 


— P € -- .... М зада 
E == — 
— 
= ದರದರ -— nn - ಜ್ಯ Е рони навео уу ee EM 
эн ಇಂ ಆಕ — r E — ಕ S “у = ра I 77 


LAY DRAW 25/ DRAW 15 PLAY DRAW 24/ DRAW 14 


1. DROP AS PASS. KEEP HEAD 
Q 2. MESH WITH В.С. - SEAT BALL 


-| — QUICK SET BEHIND CALL SIDE GUARD 
ВС - ACCEPT BALL FROM QB, KEY CALL 
SIDE GUARD WHEN COVERED. BUBBLE 
ON CALL SIDE GUARD.. KEY CENTERS 
BLK. KNOW WEEN FOLD BLOCK IS 

BEING USED. 


SET INSIDE. DRIVE 
I POSSIBLE EAT VS. 4-3 


SET INSIDE. DRIVE AN INSIDE 
MOVE. FIST IN EAR AN OUTSIDE 
PT MOVE. (POSSIBLE EAT VS. 4-3) 


SET INSIDE. DRIVE VS. 1-3 
ET INSIDE. WEDGE OR STOP ÁROUND 
PG FOR MIKE VS. 3-4 OR OVER. 


QUICK SET TO DETERMINE PATE TO 

RB ಜಂ VS. 46 DEF BLK S/S. BUCK IN | 
WIDE "E" OR "W" POSITION. RELEASE í 
QUICK OUTSIDE TO DRAW DE UP FIELD. | 
GO ATTACK BUCK, BC MAY BOUNCE | 


SET AND DRIVE VS. 3-1 


SET AND WEDGE ТО MIKE VS. 1-3 PLAY. 
SET INSIDE. DRIVE VS. 43 

OFG SET INSIDE WEDGE OR STEP AROUND | 
TO WILL VS. 3-4 OR OVER 
SET INSIDE. DRIVE AN INSIDE BLOCKING VARIATIONS 


MOVE. FIST IN EAR OUTSIDE MOVE. 
ont C.P. DRAW 14/15 SET AND WALL | " 


VS 34 EVEN 4 


ZU 


О 
| . 
R 
F 
5 — 
Э 


C.P. 46 Defense 
BASE CALL 


VS 34 EVEN 52% 
т 


- : | 1 R ` 
pep ic | # 
E Í = | 
37 19, 5 O | O +. 3 
|. C.P. 46 (36) Defense 


C.P. 46 Defense 
b c aida BASE CALL VS 36 


VS 45 OVER 


PLAY DRAW 36 PLAY DRAW 37 FAN 


J ) I 
ЭГ” ЭР” | 
ВЕ Е 5! \ 
О Ej l L 
F BASE FULL 
SPLIT LT | SPLIT RT RAY EAT 
DRAW 36 DRAW 37 FAN Ена 
Е Г - : 
M 
W M 
B 
ಇಕೆ T 
у š ಅ Бо | 
FAN BASE О 
15 KC tov. | 4 2 SPLIT LT | SPLIT RT ^ Bey Jee ру eee 
BASE TAG DRAW 36 | DRAW 37 FAN EM 
L J : 


| 
WEDGE О 
WEDGE FAN ric 
PARE CI LT CI RT NL 
OVERSTACK DRAW 36 | DRAW 37 FAN $ 3—4 SK 52 


э 
1. DROP AS PASS - КЕЕР HEAD 
DOWNFIELD 2 STEPS. 


PWR RUN OFF QB 2. OVER HANDOFF 
3. FAKE PASS 


SLIGHT LATERAL SLIDE, SLIGHTLY 2 
ове SHOULDERS. ACCEPT BALL OVER ТЕ: 
TOP. KEY LEAD BACKS BLOCK FOR = 
DO NOT OPEN SHOULDERS TO SIDELIN: 
BASE AND WEDGE SLIP PRINCIPLES EXPECT A TIGHT HOLE -. 
EAT, MAN Й 


BASE AND WEDGE SLIP PRINCIPLES 
ON FAN CALL - FAN TO BUC. 

VS L DEFENSE OR SINK BLOCK END 
OR BUC. 


BASE AND WEDGE SLIP PRINCIPLES 

ON FAN CALL BLOCK DEF END. RB QUICK SET TO DETERMINE BEST PAT 
| | то BLOCK WILL VS 34 DEF. VS 43 
DEF BLOCK BUCK. ATTACK HIM, LC 
NOT CUT BLK IN HOLE, IF HE RUNS 
YOU MAY ATTACK AND CUT HIM. 


BASE AND WEDGE SLIP PRINCIPLES 


BASE AND WEDGE SLIP PRINCIPLES 


BLOCKING VARIATIONS 
OFT BASE AND WEDGE SLIP PRINCIPLES | 


на авар J \ + | 


VS 46 


PLAY SPRINT DRAW 15/14 (25/24) 


VS ZONE - BLOCK CORNER 
PWR VS МАМ - RUN OFF 


VS ZONE - BLOCK CORNER 
OWR .. YS MAN _— RUN OFF = sen ee 


PLAY SPRINT DRAW 14/15 (24/25) 


1 So РУ 


0 v5. ке 


1. OPEN UP TO HOLE CALLED AND SPRI 
AT 45° ANGLE TO B.C. 
2. CONTINUE ROLLING OUT 


6 YD. DEPTH - OPEN SHOULDERS TO 51: 
LINE. LD STEP, CROSSOVER, PLANT, | 


VS ZONE - BLOCK STUB IF HE 15 
IN COVERAGE OR FRANK 
VS MAN - RUN OFF 


< 


BLOCK END ТО STUB OR 
STUB TO MAC 


PT 


BLOCK END TO MAC 
OR TACKLE TO STUB 


BLOCK NOSE TACKLE 
C BLOCK ON TACKLE TO MAC TO 
BACKSIDE LB 


BLOCK END TO WILL OR TACKLE 
ОЕС 10 ВОС 


BLOCK END ТО BUC OR BUC ТО WILL 


OFT 


ACCEPT BALL. READ CALLSIDE GUARDS ` 
AREA - RUN TO DAYLIGHT. NOTE - PLA: 
MAY BREAK INSIDE OR ‘BOUNCE. NOTE - 
DO NOT GAIN GROUND UNTIL YOU HAVE 
BALL. (24/25 TECH:) SET IN 20 
POSITION DROP OUT SIDE FOOT ТО ОР: 
BODY SLIGHTLY, ACCEPT BALL - SAM= 
READ RUN TO DAYLIGHT. NOTE ALLOW С: 
TO BRING BALL. 


VS ZONE - BLOCK BUCK IF HE IS IN 
COVERAGE. 


- 


VS MAN - RUN OFF 


BLOCKING VARIATIONS 


snag ОВАЯ 36 say DRAW 37 FAN 


О 2 | з oe 


FULL о FULL 
VS UNDER ЁАГ не, EAT VS 34 SK WK 


addy o OE 


BASE FULL 


VS 4-4 EAT LOU 22 | xS 34 EVEN ೬ 


Кр 


ME j 
|] Дърво ‚ 


WEDGE 
TAG VS 36 


золу SPRINT DRAW 15/14 (25/24) stay SPRINT DRAW 14/15 (25/25) 


| en I Ч ч : 


= — ——==sàx5 24.5 24 ಎ ಮಮ | 5% EVEN 


VS 46 


PLAY RIDE 18 EXPLODE (ТО OPEN END) PLAY RIDE 19 БУРГОЗЕ (ТО OPEN END’ 


೫. ы 
ПР M 
d 562 x 
| ә Б 


Hp 


| CI RIGHT 
RIDE 18 EXPLODE 


NW Full Full Eat 
e Tag Ray 


PIDE 19 EXPLODE (222 
Ёоо J R 
Pd Я « M— 
Ок EEE 
А Был? | ® ಎರಾ ಯಸ ಸಜ 
Full Full А 
CI RIGHT S Ray Et 
RIDE 19 EXPLODE VS 3-4 CRASE 
R 


Tag 
i m EAE | ст progr то 
FK MOTION G M 
OVERSTACK RIDE 18 EXPLODE |RIDE 19 EXPLODE JS z SK SIG 


1. ОРЕМ ТО HOLE CALLED 
2. ИЕ HAND OFF AS DEEP AS 


S 
CONTINUE ROLL OUT AFTER HAND OFF 


———-—— BPRINT SPOT: 3 YDS BEHIND IMAGINARY - 
ВС ТЕ, FORCE QB TO STRETCH FOR 
EXCHANGE POINT. ACCEPT BALL, KEY 
BLOCK OF В.В. RUN ТО DAYLIGHT 
| C.P. YOU SHOULD МАКЕ YOUR RUNNIKG 
EAT, HOOK, SIFT DECISION BY THE TIME YOU HIT THE 
NUMBERS 


PWR — nrOCK FORCE 4 


FULL AND WEDGE SLIP PRINCIPLES 
HOOK, TAG, CHIP 


. WHEN MOVEMENT IS CALLED BALL WILL 
FULL AND WEDGE SLIP PRINCIPLES RB ВЕ SKAPPED BEHIND ОТ'5 OUTSIDE 
HOOK, TAG, LOU OR RAY ; LEG. BLOCK BUCK. IF SINK, P.S. 
CHIP BLK WITE OT AND GO TO 257 
INSIDE MAN AFTER CHIP IF HE FLOWS. 


FULL AND WEDGE SLIP PRINCIPLES IF INSIDE МАН RUN THROUGH YOU ARE 

HOOK, LOU, RAY ALONE ON BLOCK. SAME TECH: WHEN 
IN HOME POSITION. 

FULL AND WEDGE SLIP PRINCIPLES NOTE: HOOK BLOCK, OR TAKE ІМ LINE ОҒ 

RAY OR LOU, TAG, LOAD 7777 CHARGES. SUSTAIN. 

FULL AND WEDGE SLIP PRINCIPLES BLOCKING VARIATIONS 


OFT TAG, EAT, LOAD | | ; 


8-9 HOLE 


RIDE 19/18 EXPLODE (TO OPEN SIDE) 


RIDE 18/19 EXPLODE EASY, RIDE 18/19 EXPLODE BOSS, RIDE 18/19 EXPLODE AWAY 
TOSS 19/18, TOSS 39/38, (TO OPEN SIDE) 


TOSS 18/19 EASY, TOSS 38/39 EASY, TOSS 18/19 BOSS, TOSS 38/39 BOSS 


58/59 


FLOW 18 VEER, 18 VEER AWAY 


= -—— ——— 


24... 


PLAY 2.25 19 EXPLODE (EASY) PLAY RIDE 12 ЕХР222Е 3055, 


422: 18 EXE: 


CI RIGHT 
RIDE 18 EXPL Boss 
————— EM 5055 


"3" MOTION CI RIGHT TOM ' 


RIDE 19 EXPL [RIPE 18 ExPLODÍ-AWAY 
EASY RN EA NES 


Full 
OVERSTACK Chip 


1. OPEN TO HOLE CALLED ` 
2. SERINT 8 HAND OFF AS DEEP AS 


CONTINUE ROLL OUT AFTER НАХО OFF 


BLOCK 2Np FORCE 
рив ОН “AWAY” BLOCK FORCE 


——  — EXCHANGE POINT. ACCEPT BAIL — 
KEY BLOCK OF RB. RUN DAYLIGET 


ON EASY, BLOCK FORCE 
ON BOSS AND AWAY, HOOK, EAT 


FULL AND WEDGE SLIP PRINCIPLES 
PT EOOK, EAT, TAG 


WHEN MOVEMENT IS CALLED BALL WILL 
шог. 
BOSS CALL BLK STRONG SAFETY. 
BOSS CALL BLOCK STUB BACKER VS 
BEARS ALERT CHIP BLK WITE P.S 
AWAY CALLS=WALL BLOCK WITH 0.7 
AWAY FROM CALL. HOOK BLOCK OR 


TAKE IN LINE OF CHANGE. 
FULL AND WEDGE SLIP PRINCIPLES MOVEMENT IS CALLED ON BoSS, 


BLOCKING VARIATIONS 
FULL AND WEDGE SLIP PRINCIPLES Т 
OFT TAG, LOAD, WALL. | | 


FULL AND WEDGE SLIP PRINCIPLES 
PG HOOK, TAG, LOU OR RAY 


FULL AND WEDGE SLIP PRINCIPLES 
С HOOK, LOU, RAY, LOAD, WIPE 


PLAY RITE 18 EXPLODE (TO OPEN END) PLAY RIDE 19 EXPLODE (ТО ОРЕХ END) 


PLAY 1056 18/ TOSS 38 (TO OPEN END) PLAY TOSS 19/ 7055 39 (TO OPEN END) 


REVERSE OUT & TOSS BALL WITE 
HT LEAD, 


TARGET nS B. Е erat 
QY AP E CUN 


ве == IN TEEN POSITION A ACCEPT TOSS, 
THREATEN CONTAIN, KEY RB'S 


BLOCK. 
WHEN 3 POSITION ALERT QUICK JET 
Y HOOK, EAT, SIFT, LOAD CALL. 


FULL AND WEDGE SLIP PRINCIPLES 
HOOK, TAG, CHIP. > 


FULL AND WEDGE SLIP PRINCIPLES LEAD FOR OUTSIDE # HIT ON #1 


HOOK, LOU OR ВАУ, ТАС RB НООК HIM IF POSSIBLE VS. SINK С? 
BUCK IN "L" POSITION CHIP BLOCK 
WITH P.S.T. ALERT TO CLIMB BLCCK 

FULL AND WEDGE SLIP PRINCIPLES MAN IN ey POSITION IF НЕ FLOWS 

HOOK, LOU, RAY, LOAD. HARD. ON RUN THROUCH YOU HAVE 


#1 ALONE. : 

YOU MUST SUSTAIN YOUR BLOCK. 
FULL AND WEDGE SLIP PRINCIPLES 

HOOK, LOU OR RAY, TAG, LOAD 


BLOCKING VARIATIONS 
от FULL AND WEDGE SLIP PRINCIPLES | E | 
HOOK, TAG, EAT, LOAD qoa — 


TOSS 19 / TOSS 39 (EASY) 


PLAY 


ON EASY, BLOCK FORCE. 
ON BOSS, HOOK, EAT 


FULL AND WEDGE SLIP PRINCIPLES 
HOOK, TAG, CHIP, EAT 


FULL AND WEDGE SLIP PRINCIPLES 
HOOK, LOU OR RAY, TAG 


FULL AND WEDGE SLIP PRINCIPLES 
HOOK, LOU, RAY, LOAD 


FULL AND WEDGE SLIP PRINCIPLES 


ы HOOK, LOU OR RAY, ТАС, LOAD 


FULL AND WEDGE SLIP PRINCIPLES 


наде таг tlatt т тат 


OFT 


PLAY 


TOSS 18 Boss / TOSS 38 Boss 


1. REVERSE OUT & TOSS BALL WITH 
SLIGHT LEAD 


2. TARGET 12 B.C. NUMBERS 


.— 3. FOLLON TOSS IN CASE OF FUMBLE 


BC 


ACCEPT TOSS, THREATEN CONTAIN | 
KEY R.B.'s BLOCK a 
THREE POSITION ALERT QK JET CALL 
NOTE: WHEN Y IS RELEASING OUTSIDE 
STUB, IT SHOULD WIDEN HIM. 


LEAD FOR OUTSIDE # HIT ON #1 

MAN OVER TE. HOOK HIM, IF, MAN 
WORKS OUT ON TE's RELEASE SUSTAIN. 
NO BOSS CALL TE WILL RELEASE FCR 
FORCE. 

BOSS CALL: YOU WILL BLOCK FORCE. 
ALERT TO CHIP WITH TE WHEN NEEDED. 


BLOCKING VARIATIONS 


аа ES 7523-52 422 Ve PN END) ГА 2222 i39. 1112 39 (TO OPIN Enz) 


s Aa “we - = ~ í w ~ - т 


~ ~ ç - ~ 
< ~~~ -—À - У ~ 


VS 34 EVEN STX 


аа M R 
| Ё (1. 9 ee 
о ob GENS 

О мар О 
cus 


VS 46 VS 36 


L E шил 3 
IN 14 om ыг Ё 
В `` ) T `В 5 ы 
(2 О 051092 Ї 
FULL E. 
TAG TAG VS 34 SK ик 
L J R 
я ~ , F 


p = та 
Е Е E "IE 8 s 
о. ootddd 
FULL 
LOU VS 34 M 


| FULL FULL FUL 
AG ВАТ EAT — 19 94 REN L 


uve] ONS 43 STK ಸರ бара ee . 


PLUS CALL € 
FULL FULL L ЕЛ ST 
VS 46 OVER ТАС RAY EAT VS 34 EVEN 51 
L 


° 488859 | 


PLUS CALL ೪5 36 


R. 


45 45 PLUS CALL 


Зэс ДЫ 
VS 43 STK L 


мат 1055 19 / TOSS 39 


Load 


(EASY) 


pnay TOSS 18 5055 / 


Load 


TOSS 35 2055 


Full 
Eat 


VS 34 EVEN STY 


ыйы, 


Full 
Eat 


VS 36 


10 PLAY FLOW 19 VEER, 19 VEER AWAY 


BLOCK 2nd FORCE 
ON AWAY - BLOCK FORCE 


Y HOOK, EAT 


FULL AND WEDGE SLIP PRINCIPLES 
HOOK EAT, TAG 


FULL AND WEDGE SLIP PRINCIPLES 
HOOK, TAG, LOU OR RAY 


PULL AND WEDGE SLIP PRINCIPLES 
HOOK, LOU OR RAY, LOAD, WIPE 


FULL AND WEDGE SLIP PRINCIPLES 
LOU OR RAY, HOOK, TAG, LOAD 


FULL AND WEDGE SLIP PRINCIPLES 


OT —_._ 


FREY RT JET 
FL 18 VEER AWAY 


PLAY FLOW 18 VEER, 18 VEER AWAY 


I RT FULL FULL 
FL 18 VEER . LOU TAG VS 354 
L J R 
/ з ~ в 
J WM ~ 
B oF as Ёо 
FULL Ї 
DBL RT LOU FULL 


LOU vs 3-4 SK STG 


1. OPEN TO BALL CARRIER 
QB 2. FAKE WAGGLE 


EXPLODE DOWNHILL AT TAIL OF CALL. 


вс SIDE GUARD 3 YDS FROM 1.0.5.:--== 


THEN VEER TO HOLE. YOU MUST 
THREATEN GUARD AREA TO SUCK 
DEFENDERS INSIDE. FORCE THEM 
TO CONTAIN YOU. 


. NOTE: PLAY WILL SOMETIMES BREAK 
IN 6 & 7 HOLE. TAKE IT. 


HOME POSITION - DRIVE DOWNHILL 


RB ONE YARD FROM L.O.S., VEER TO 


HOLE, TAKE FIRST AVAILABLE HOLE 
TO BLOCK FORCE. YOU MUST SHOW 
DOWNHILL THREAT TO SUCK DEFENDERS 
INSIDE. 

AWAY CALL - SEAL BACK SIDE 


BLOCKING VARIATIONS PLUS CALL ALL 
ТІЛМЕ AND Y В ПСК Таз А DEFENDERS TO 


| 


м | ge de | 
c ! 25 ТЕ 
So бо 
O 


FULL \. FULL 


VS UNDER ТАС TAG 59 


FLAY 


58/59 


БОЛЕЕ; " 
198 64 8 
FULL FULL 


TAG TAG VS 34 SK wi 


Es] 


і 
2.2 TAG BOUNCE YS 34 EVEN & 


58 


VS 34 EVEN ST. 


J obser 4| 


ч 


PLUS CALL vs 36 


12 5. PLAY 59/58 PLAY 58/59 


YS KC PLUS CALL ಎ LEX 


ғ Ей ys 
һы 
FULL 


ТАС vs 3-4 SK ST. 


FULL 
ТАС 
1. ОРЕН ТО HOLE CALLED 


FULL 
OVERSTACK TAG 


pwr VS ZONE - BLOCK CORNER ов 2: SPRINT & HAND OFF AS DEEP AS. > 

VS МАМ - RUN OFF 3. CONTINUE ROLLOUT AFTER FF 

VS ZONE - BLOCK CORNER 0 ‘| .. SPRINT SPOT = EXPLODE FOR IMAGIN. 

о Срив VS MAN = КОН OFF | TE, FORCE QB ТО STRETCH FOR EXCH. 
| POINT, RUN ТО DAYLIGHT. 

VS 20КЕ - BLOCK STUB OR FRANK ALERT - THTS WILL BE-AN AUD. FOR 


VS MAN - RUNOFF 18/19 EXPLODE. 


PT FULL AND WEDGE SLIP PRINCIPLES 


PG FULL AND WEDGE SLIP PRINCIPLES RB 45 ZONE- BLOCK BUCK 
VS MAN - RUN OFF ` 


FULL AND WEDGE SLIP PRINCIPLES 


orc FULL AND WEDGE SLIP PRINCIPLES 


BLOCKING VARIATIONS PLUS CALL - ALL 


OFT 5 PITT. АМП ಬಗಾಗಿಗನ СТ ТР DOTNOTDI ге LINEMEN BLOCK lst 5 DEFENDERS TO PLATSI 


6-7 HOLE 


RIDE 17/46 RIDE 17/16 BASE (TO OPEN SIDE) 
RIDE 16/17 EASY, RIDE 16/17 BASE EASY, RIDE 16/17 BOSS, RIDE 16/17 AWAY 


SLANT 47/46 SLANT 46/47 BOSS 


56/57 T 2. 


2 PLAY RIDE 16 BASE PLAY — RIDE ут 


R 


ж 


Рае ಡ್‌ 


Wedge 


Wedge 
Tag 


CI RT TOM га 
Т RIDE 17 VS 3-4 SK 525 
1. OPEN TO HOLE CALLED 
| 2. SPRINT & HAND OFF AS DEEP АЗ 
PWR BLOCK FORCE QB POSSI 
3. FAKE PASS 


ROLL STEP TO OUTSIDE LEG OF ` 
OWR CUT OFF BC P.S.T. ON CROSS OVER YOU SHOULD 
GAIN GROUND 3RD STEP SHOULD ROLL 
2. === YOU ТО HOLE. -KEY Р.5.Т.-ВІОСК TO 


RB'S BLOCK 
HOOK, EAT, SIFT, LOAD RUN TO DAYLIGHT. 
PRIRCIPLES D ЗЫР TAG 
я FAN 
РТ ON R 17 ВАЗЕ CEIB ON 817 
BASE) 
. WHEN MOVEMENT IS CALLED, BLOCK 
PG BASE AND WEDGE SLIP PRINCIPLES RB BASE E.M.O.L. VS ALL FRONTS. 
DRIVE, TAG, LOU OR RAY · ALERT TO CHIP WITH P.S.T. WEEN 
- BUCK IS IN "E" POSITION. WHEN 
BASE AND WEDGE SLIP PRINCIPLES RUN FROM HOME POSITION IN ВАСЕ 
HOOK, LOU, RAY, LOAD FIELD BUTT BLOCK BUCK “VS. ІЛСЕР 


BUCK "L" POSITION BLOCK BUCK 
VS; SINK PLAYSIDE BLOCK WILL. 
BASE AND WEDGE SLIP PRINCIPLES VS: BEARS LOOK, BLOCK FRANK. 


7e HOOK, RAY OR 100, ТАС, 
| OFG МЧ» TAB ORD NOTE - BUCK IN 2 GAP BLOCK WILL 
BLOCKING VARIATIONS 


BASE AND WEDGE SLIP PRINCIPLES 
OFT HOOK, TAG, EAT, LOAD 


PLAY RIDE 16 BASE 


.. ..Wedge Bese. 
777 Tag Ray ~ = 


VS 53 STK L 


Base Chip 


4 


Base Chip 


PLAY 


RIDE 17 


A 
LA 


” М 
AC 


v .. ~ ^c ee – + =. - 


PLAY RIDE 17/ RIDE 17 BASE (EASY) PLAY RIDE 16 BOSS/ RIDE 16 Away 


J PES ыр. 


pun 


CI RIGHT 


RIDE 16 Boss 


L 


OPEN TO HOLE CALLED 
SPRINT & HAND OFF AS ГЕЕР АЗ 


з Ви, 


CROSS OVER. 3RD STEP SHOULD 
ROLL YOU ТО HOLE. KEY P.S.T. 
BLOCK RUN DAYLIGHT. 


ON EASY, BLOCK FORCE. 
ON "BOSS" AND "AWAY", 
DRIVE, EAT 


BASE AND WEDGE SLIP PRINCIPLES 
DRIVE, TAG, EAT (CHIP ОН BASE) 
(FAN ON RIDE 17) 


WHEN MOTION IS CALLED, BLOCK 

RB BASE. MAN OVER ТЕ. BOSS CALL 
BLOCK S/S OR FORCE. HOHE 
POSITION VS. SINK LOOK P.S. ОСК 
МАС. 
HOME POSITION VS. BEARS LOOK 
STRONGSIDE BLOCK WILL. 
AWAY CALL=WALL BLOCK WITH OT 
AWAY FROM CALL 


BASE AND WEDGE SLIP PRINCIPLES 
PG DRIVE, TAG, LOU 


BASE AND WEDGE SLIP PRINCIPLES 
C HOOK, LOU, RAY, LOAD 


BASE AND WEDGE SLIP PRINCIPLES 
OFG HOOK, RAY, TAG, LOAD 


BASE AND WEDGE SLIP PRINCIPLES} BLOCKING VARIATIONS 
OFT HOOK, TAG, WALL, LOAD 


| 


1 
| 


| 


SPRINT 8Р07: ROLL STEP ТО OUTSIDE 
7—80 — LEG ೦೫ P.S.T.-GAIN GROUND ОЛ um. 


PLAY 3:02 17/ RIDE 17 ВАЗЕ (EASY) | PLAY RIDE 16 8055/ RIDE 16 away 


L : J R L J 3 
M 1/3 на м 5 
$30 о дові 
Wed Wedge O,,.. 
fase Tag Tage Tag 
a 
VS UNDER RIDE 17 EASY VS 34 SK WK 


Wedge Wedge 


Lou Tag 
RIDE 17 BASE. EASY: 


Base 
WAS sa — Chip ман a ТО pe ВР 


VS 43 STK L` | Вау RIDE 17 BASE EASY 
Jey с | 
Wedge Wedge 
Tage Tage наг 2) 
ВЇРЕ 17 EASY vs A EVEN STX 
L R L 
pasig TTA 
Md ob Eas 2 сый ó js 
| Wedge за 
Settle Eat EM Teg Eat o 
шанг vs 36 


VS 46 pom BASE EASY 


6 PLAY SLANT 46 (TO OPEN END) | ^ "PLAY SLANT 46 BOSS 


1. REVERSE PIVOT. MEET B.C. DEEP 
AS POSSIBLE. 
2. THROW SHOULDERS IN PIVOTING 
3. FAKE PASS AFTER HANDOFF 


QB 


. BC SPRINT SPOT: ROLL TO OUTSIDE LEG 
= =————0Р-Р.$.Т.-ОН “CROSS-OVER GAIN GROUNT 
KEY P.S.T's BLOCK .. 


-- 
-- 


NOTE: YOUR ALIGNMENT IS 5 YDS DEEP 
BEHIND Q5. 


EAT, HOOK, SIFT. 
ON BOSS - DRIVE, BASE EAT 


BASE AND WEDGE SLIP PRINCIPLES 
DRIVE, TAG, (FAN ON SLANT 47/46) 


BASE AND WEDGE SLIP PRINCIPLES 
DRIVE, LOU OR RAY, TAG 


LEAD STEP: BUTT BLOCK BUCK, 

RB SUSTAIN. DO NOT CUT A DOGGING 
BACKER, VS BUCK IN "L" POSITION 
GO THROUGH FOR BUCK. 


BASE AND WEDGE SLIP PRINCIPLES 
HOOK, LOU, RAY, LOAD 


VS 34 UNDER BLK WILL. 


I FORMATION: TOSS 46 BOSS, FAKE 
TOSS ACTION HARD 


BASE AND WEDGE. SLIP PRINCIPLES 
HOOK, LOU OR RAY, TAG, LOAD 


BLOCKING VARIATIONS 


BASE AND WEDGE SLIP PRINCIPLES 
OFT. TAG, EAT, LOAD 


PLAY SLANT 46 (TO OPEN END) PLAY SLANT 46 BOSS 


р 
D 
M 
Он 
ಲಿ 

O 
ds 
Chp 
Ом 
е з 
Оде 
(oreet ці 


vs 46 


PLAY 57/56 PLAY 56/57 


L і J 
4 я M 
d / Joios š 
FLEX 
==— ВАЗЕ ВАЗЕ 
2 LOU TAG VS 3-4 
f 
КЕ 
: 2 
PLUS C 
< 


. x | БАЙ \ 4 
1 
WEDGE 
OVERSTACK — ರ is VS 3-5 Sk STG 


. 7773 = HOLE CALLED 


PWR VS ZONE BLOCK CORNER 2 SPRINT & HAND OFF AS DEEP АЗ 


BLOCK CORNER |  - ROLL STEP TO OUTSIDE LEG OF 
RUN OFF — ^ - z Bc  -PLAYSIDE TACKLE, ON CROSS OVER 


YOU SHOULD LEVEL INTO HOLE, 
THIS PLAY MAY BREAK INSIDE OR 
BLOCK STUB FRANK OUTSIDE. THIS IS A RUN TO 
RUN OFF DAYLIGHT PLAY. 

| ^" ALERT AS AN AUDIBLE. 


BASE AND WEDGE SLIP PRINCIPLES 


BASE AND WEDGE SLIP PRINCIPLES RB VS ZONE - BLOCK BUC 
ҮЗ MAN - RUN OFF 


т 


ВАЗЕ. АКО WEDGE SLIP PRINCIPLES 


BASE. AND WEDGE SLIP PRINCIPLES 


BLOCKING VARIATIONS PLUS CALL - 


OFT BASE AND WEDGE SLIP PRTNCTPIPFS ALL LINEMEN BLOCK lst 5 LINEMEN TO 


PLAY 57/56 PLAY 56/57 


7 
Wo M 
95828 8) 
р. 
ЖЕРС АЅЕ 
TAG ТАС vs 34 SK ик 
Ј 
ae] 6 5% | 
2 
EDGE 
x rd - WEDGE AH RAY 
VS 8-4 = -57> 4 56 >-—— AG ಷ್ಟ ಡ್‌ = 


BC | 


VS 43 STK L he 


эн rt ale: f 


© 
| VS46 OVER PLUS CALL ` 5 la BU еккен 
R t “ЭЭН 9 
458 Лү 0586091 
° dii 
06:48 PLUS CALL 56 PLUS CALL — 


DIVE 24/25 DIVE 24/25 AWAY 


DIVE 25/24 (TO OPEN END) 


— 


e" 


SLANT 44/45 


PLAY DIVE 25 / DIVE 25 AWAY 


L J R 
~ 
F M 8 
/ 88586 
O 
Base 
Lou CI LEFT 
VS 2-3 NG DIVE 25 
L J R 
Ё 5 M 
РАСЫ ~ 
Base чо Баш Wall 
ag Ray 
SPLIT LEFT 
VS KC | дом DIVE 25 AWA 


Base 
Tag 


Q MOTION 
OVERSTACK yr vO DIVE 25 


PWR BLOCK FORCE 


DRIVE BLOCK 


BASE AND WEDGE SLIP PRINCIPLES 
DRIVE, TAG 


BASE AND WEDGE SLIP PRINCIPLES 
DRIVE, TAG, LOU OR RAY 


BASE AND WEDGE SLIP PRINCIPLES 
HOOK, LOU, RAY, LOAD 


BASE AND WEDGE SLIP PRINCIPLES 
HOOK, LOU OR RAY, TAG, LOAD 


BASE AND WEDGE SLIP PRINCIPLES 
TAG, WALL, LOAD ` 


PLAY DIVE 24 / DIVE 24 away 


jc Pis. 


Base 
Tag 
CI RT 
DIVE 24 а А VS зд 
Ë J R 
W M— \ 
i яс ೦೫ 
೪೩22 вазе Base 
аве, Тав 
SPLIT RT 
DIVE 24 AWAY 6963 VS 3-4 CRASE 
RASH 
L J . у R 
W © M 
"Зов 
Base Lou Base 
SPLIT RT | Tag 
Q MOTION 


1. REVERSE PIVOT 
2. FAKE PASS 


BC SPRINT SPOT: OUTSIDE LEG OF P.S. G. 
ССЬЕА STEP TO ALLOW QB TO GET --- 
AROUND ON PIVOT. KEY P.S.G. AREA, 
TO NOSE VS ODD. 


RUN TO DAYLIGHT 


ЕВ AWAY CALL: WALL BLOCK WITH 0.7. 
AWAY FROM CALL. ` 
USE GOOD WALL TECHNIQUE BECAUSE 
BALL MAY BREAK ACROSS FORMATION. 
NO AWAY CALL. FLOW HARD 52೬15222 
IO INFLUENCE BACKERS 


BLOCKING VARIATIONS 


-АГ LIVE 24 / DIVE 2. АША! 


=" КА е w... = -........ = .. . 
РА: dir: 2111 28 AWAY 


wef ಛಾ 


5 
E НА еф ON Je 
2 ХЕ | З 
25 Wedge Wedge = Вазе 
Tag Tag Tag 
VS UNDER | VS 34 SK WK 
wedge О Чо 
Tag 
VS 34 EVEN 8 


F 
Wedge Base Man 5 


O Wedge Wedge 
Tag Tag Tag Lou 
VS 46 OVER | VS 34 EVEN 57% 
L J R L J R 
FÁ Me | x 
«4065 во of BSB S 
Wedge Wedge Wedge O Wedge 9 
Tag Tag Tag Tag 


vs 46 


PLAY DIVE 24 (TO OPEN END) PLAY DIVE 25 (TO OPEN END) 


44 


BC SPRINT SPOT, OUTSIDE LEG OF ೨.5.೦. 
| —= LEAD STEP, ТО ALLOW QB ТО СЕТ __ 
— AROUND ON PIVOT, KEY P.S.G. AREA —— 

TO NOSE VS ODD. BUCK IS UNBLOCE=D. 


HOOK, EAT, LOAD, SIFT 


BASE AND WEDGE SLIP PRINCIPLES 
DRIVE, TAG 


RB FLOW HARD ON TOSS ACTION TO CALL 
SIDE, MAKE TOKEN TOSS FAKE, 
3 POSITION ALERT QB JET 
CALL. A GOOD FAKE IS VERY 
IMPORTANT TO INFLUENCE BUCK. 
НЕ IS UNBLOCKED. 


PG BASE AND WEDGE SLIP PRINCIPLES 
DRIVE, TAG, LOU OR RAY 


BASE AND WEDGE SLIP PRINCIPLES 
HOOK, LOU, RAY 


org BASE AND WEDGE SLIP PRINCIPLES 
HOOK, LOU OR RAY, TAG, LOAD 


BLOCKING VARIATIONS 


огт BASE AND WEDGE SLIP PRINCIPLES 
TAG, LOAD, EAT, HOOK ` | 


| 


PLAY LIVE 24 (TO OPEN END) 2.41 DIVE 25 (TO OPEN ENT; 


Лаже sd 


Base BASE 


Lou У ТАС 


VS 34 EVEN L 


Ли WN 


MAN Base Wedge 


о BASE 
Lou Tag 


Tag TAG 


VS 46 OVER VS 34 EVEN STX 


VS 46 


- PLAY FLOW 15 INFLUENCE/FLOW 35 INFLUENCE PLAY FLOW 18 INFLUENCE/FLOW За її 


я те 
4 wh. 


4 SHORT JET 
FL 14 INFL 


7 ч 


[СІ RIGHT ` 
FLOW 14 INFL 


L -4 R 
| 3 » | 
558) Wedge 
| таб 
SPLIT RIGHT 


ener 


FLOW 34 INFL NS 3-3 SK 522 


1. OPEN TO BALL CARRIER 
PWR BLOCK FORCE . QB 2. FAKE WAGGLE 


SPRINT SPOT=SHORT ROLL STEP ಬ 
TAIL OF CALL SIDE GUARD,-XZY - 
Р.5.Т. TO INFLUENCE BLOCK. 

IN 3 POSITION LEAD STEP FAR 
150 OF P.S.G. 

RUN DAYLIGHT 


RB 1. VS CENTER COVERED BLOCK МА 
OVER CENTER, N/T-KEEP ೦೫ 
COURSE FOR WILL 
2. VS BUBBLE OVER CENTER, 


DRIVE, TAG, LOU OR RAY 


INFLUENCE MAN ON, BLOCK AWAY. 


VS L LOOK-WORK ТО DEEP LB па 
ё VS 3-5 LOOK BLOCK 25 BLOCK MAN OVER OFF ೦೮೨೨ 


WHEN MOTION IS CALLED BALL «13 
ВЕ SNAPPED BEHIND CALL SIDE 
GUARD 


EYEN DEFENSZ BASE LOU OR RAY 


VS 1-3 INFLUENCE AND BLOCK DE 
VS L LOOK, INFLUENCE AND WORK 
OFG TO DEEP 13 - 


VS 3- LOOK, MAN BLOCK 
INFLUZGCE DE AND BLOCK 


OFT OUTSIDE LB | 
СА == VSL LOCK, BLOCK OUTSIDE MAN : 


BLOCKING VARIATIONS 


рдү FLOW 15 INFLUENCE/FLOW 35 INFLUENCE PLAy FLOW 14 INFLUENCE/FLOW 34 INFLUENC 


DN 


Base 
Tag 


VS 34 SK WK 


"VS 34 EVEN 4 


аны 


VS 54 M 
L 
кон z of tees сард 
ај Вау SS т 
VS 34 EVEN L 
L J R 
} -F 
w ^. 2 
B “Бл 
೧ зобов \ 
Base | 
Ray 
V& 34 EVEN 57 
L J R 
F 
| Зо) Т w | 
о “Боб. 
О — © 
Wedge 
Tag 


PLAY SLANT 85 (SLANT 85 BOSS) PLAY SLANT 44 (SLANT 44 Boss) 


I RT 
SLANT 44 ҮЭ Los 
VS 3-4 
L J R ` L Ј 1 
W F 
B 
586806 Š з 080883 
О © O 
BASE BASE 
e- : Be ` TAG А2 ` OPP LT - | OPPRT..... ಕ ла с 
IE -ШГ SLANT 45| SLANT 44 BASE VS 3-2 CRA: 
L J а 
| Р 
೦ 395666) 
| BASE BASE 
BASE + TREY LT TREY RT TAG ис ಹ್‌ 
OVERSTACK ЭГЧ RAY SLANT 45 BOSS} SLANT 44 BOSS 2-3 SK STS 
BLOCK FORCE за 1. cs MEET B.C. DEEP 
ON BOSS CALL BLOCK 2nd FORCE be КАКЕ S 


BC SHORT ROLL STEP, READ HOLE - — | 
—— — CALLED TO NOSE, ACCEPT BALL- -— 
RUN TO DAYLIGHT 


BASE AND WEDGE SLIP PRINCIPLES 


PT BASE AND WEDGE SLIP PRINCIPLES 


» 


PG BASE AND WEDGE SLIP PRINCIPLES RB FAKE TOSS TO PLAYSIDE, OR 
RUN OFF BLOCK FORCE MAN BY 
GAME PLAN 


` 


BASE AND WEDGE SLIP PRINCIPLES 


оға “BASE AND WEDGE SLIP PRINCIPLES 


| BLOCKING VARIATIONS 
. OFT | BASE AND WEDGE SLIP PRINCIPLES 


году SLANT 45 (SLANT 45 BOSS) pnay SLANT 44 (SLANT 44 BOSS) 


WEDGE BASE 
VS UNDER TAG TAG TAG VS 34 SK WK 


/ diese ] 


ТАА b 


ща 
: эг” 


Shade | 


+ 
NT. 
1 


COUNTERS 


CTR 15/14 FLOW CTR 35/34 
CTR 17/16 ` WEAK 
CTR 16/17 CTR 16/17 LEAD CTR 36/37 LEAD 


CTR 18/19 LEAD CTR 38/39 LEAD 


JAB 15/14 0 35/34 0 
SPECIAL RUNS 


FAKE RIDE 19/18 EXPLODE X REVERSE RT/LT 
FAKE RIDE 17/16 BASE BEND AT 8/9 
FAKE CTR 16/17 X/Z REVERSE LT/RT 


FAKE DIVE 24/25 PITCH Z/X REVERSE LT/RT 


pour P RD ME I V 


--OWR 


PLAY CTR 14/ FLOW CTR 34 


VS КС 


OVERSTACK FLOW CTR 34 


PWR 


OFT 


4 CALL 


5 CALL 
СІ LEFT 


BLOCK FORCE 


CUT -OFF шиг ээг 


SEAL ТО CENTER'S BLOCK 
CUT OFF A STACK LB 


5/4 HOLE GAP PRINCIPLES 


5/4 HOLE GAP PRINCIPLES . 


5/4 HOLE GAP PRINCIPLES 


PULL AND TRAP 2ST MAN OUTSIDE 
TACKLE'S BLOCK 


PULL AND LEAD OFF мас GUARD S 
TRAP BLOCK 


| 


РШАТ CTR 15/ FLOW CTR 35 


7 | 
CI RIGET 
CTR 15 xu 
L J R | 
7 um) Р | 
x 
n B 
СТВ 15 4 CALL үз з. | 
5 CALL UNDER 222 
SPLIT RIGHT 
FLOW CTR 35 


VS 3-4 SK 522 


1. OPEN AWAY FROM HOLE 
ов 2. FAKE ROLL OUT 
3. FLOW COUNTER 12 UNDER HAND OFF 


1. CTR 14/15 WEAKSIDE=USE CTR 


--08С === TECHNIQUE. --СОМЕ DOWN HILL — 
B KEY PULLING G š T'S. 200515 
FOR HOLE. 


2. FLO CTR 31 /35=TAKE CIR 5255 
COME UNDER QB FOR FRONT Е, 
AIMING POINT IS TAIL OF CALL 
SIDE GUARD. 


RB 1. CTR 14/15 WEAKSIDE=USE WALL 
BLOCK TECHNIQUE WITH ТЕ С ^ 
CUT OFF BACKSIDE. . | 
2. FLO CTR 34/35 FLOW HARD AWAY | 
FROM CALL, MAKE TOKEN FAX. 


BLOCKING VARIATIONS x 


PLAY 


Е ee ee ರ ಟ್ಟ 
L J R 
ew А М 

4 


VS 34 EVEN STK 


| L J ек 
F М м E 
В S. EAT t Вы ЭТ ДЕ рон 
"фобије ЗЭ 2065, 


Сар Call 


VS 46 | UNDER CALL UNDER CALL VS 16 


OFT 


CTR 17 wk 


1. OPEN AWAY FROM HOLE 
2. FAKE ROLL OUT 


SPRINT SPOT: OFF TACKLES TAIL, 
CROSSOVER PLANT. DRIVE ACROSS = 
TOP TO PLAY SIDE GUARDS TAIL. READ 
PULLING TACKLE FOR PATE ADJUSTMENT 
NOTE=PLAY MUST START DOWN HILL 

AT P.S.G.'S AREA FIRST RUN TO 
DAYLIGET. 


EAT TECENIQUE WITH CENTER, 
SEAL 


GAP BLOCKING PRINCIPLES 


` | T SHORT LATERAL STEP. KEEP SHOULDERS 
* POINTED UPFIELDeIF DE GOES INSIDE | 
ЧАР BLOCKING PRINCIPLES PUSH HIM OVER TO TACKLE, THEN | 
COME OFF IN TIME FOR МАС, IF DE 
WORKS ООТ TO YOU, SUSTAIN AND DRIVE 
BLOC НІМ. VS. SINK YOUR SIDE TAKE 
id порвані LATERAL STEP BUCK CROSS FACE PIN 
HIM, N/T GO BACK FOR MAC-WILL 
PULL AND TRAP 1ST MAN OUTSIDE CROSS YOUR FACE TAKE HIM. 
did BLOCK 


ыс] BLOCKING VARIATIONS | 
PULL AND LEAD OFF YOUR G'S | | 


L 4 R 
auda F 
М р, i 
Eat ----- Eat 
W 7 W 
Center Center 
VS UNDER VS 34 SK WK 
R 


VS 43 STK LS 


VS 34 EVEN STK 


J : ‚ К 
F M A 
B \E Ro 
: Seal 
` Ga 
Call 
vs 36 


VS 46 


PLAY CTR 17/ СТЕ 37 PLAY CTR 16 LEAD / CTR 36 LEAD 


СТ ВТ OVER ZIP 
СТЕ 16 LEAD 


L Ree даа, ತ ea g 
W ಇ ` cd F 


О 


"L" OVER ZIP 
СТЕ 16 LEAD | vs 2-4 CRASH 
L pmo ಗ ಕಳಸ ಅ ಅಆ ಅ ғ... R 


SPLIT RT ZIP 
CTR 36 LEAD VS 3-4 SK SIG 


BLOCK FORCE ON LEAD - BLOCK 2ND 


FORCE ON ZIP 2 SEAL OFFSIDE 1. OPEN AWAY FROM HOLE 


48 2. FAKE ROLL OUT 


1. СТЕ 16/1T*CROSS OVER PLANT 
|  ——— DRIVE ACROSS ТОР TO P.S.G.'S 


TAIL. 

2. CTR ಹಾಲ STEP СОМЕ UNDER 
QB РОВ FRONT KEEP 
INT АТ TAIL OF CALL 

PULLING 


TAKE PARALLEL TEP 
BLOCK GAP TO BUC OR Бе о М SIDE GUARD. KEY 
Y YS. OVER DEFER МА (os: & GUARDS BLO 
SE DEFENSE) 3 T OT LEADeSLIGHT LATERAL 
SLIDE ACCEPT QB S ТЕР С 
. COME DOWN HILL TO 
HOLE. GAT. 


РТ САР BLOCKING PRINCIPLES 


RB 1. СТЕ 16/17 PULL & CUT OFF MAN 
PG САР BLOCKING PRINCIPLES OVER PULLING TACKLE 
2. CTR 16/17 LEAD, INFLUENCE MAN 
OVER TE BLOCK FORCE, IF MAN 
| OVER CROSSES YOUR FACE BLOCK 
C GAP BLOCKING PRINCIPLES HIM. 


3. CTR 36/37 LEAD SAME TECH APPL 


PULL AND TRAP 15Т MAN OUTSIDE 


TE'S BLOCK... 


BLOCKING VARIATIONS 


AD ус LA newewer v mrewe arm гүлтэт 


PULL AND LEAD OFF YOUR G'S 


А wasa 


VS 43 STK L 


VS 46 


PLAY 


CTR 16 LEAD/ CTR 36 LEAD 


L J R 
Ч Ви Ё 
B qu ` 2 ; 7 


VS 34 SK wx 


PLAY “TR 29 LEAD/ 39 OT LEAD PLAY CTR 18 52А2/ CTR 38 LEAD 


SPLIT RT 
OVER ZIP 


CTR 38 LEAD 


---А 


1. OPEN AWAY FROM HOLE 
QB . 2. FAKE ROLL OUT 


BLOCK 2ND FORCE. ON ZIP 
pwp SEAL OFFSIDE PURSUIT WITH 
CENTER ` 


= 
1. СТЕ 18/19 LEAD=CROSS OVER к 
pc | PLANT, DRIVE ACROSS ТОР. ^ .— 
ACCEPT BALL. KEY PULLING 
GUARDS BLK ON FORCE. FOLLOW 
PULLING TACKLE 
2. CTR 38/3SL.DeLEAD 5ТЯР FOR 
TAIL OF TE, KEY PULLING GUARDS 
BLOCK ON FORCE. А FLOW BAND 


TAKE PARALLEL INSIDE STEP AND 
BLOCK GAP TO BUC OR WILL 
(MAC VS OVER DEFENSES) 


OFF. 
pt GAP BLOCKING PRINCIPLES | 
| 70. 
RP ТЕ, WORKS INSIDE СПР | 
PG GAP BLOCKING PRINCIPLES . СТЕ ТО MAC, IF MAN O : 


SUSTAIN. HE WORKS BARD 
OUTSIDE YOU GO TO INSIDE MAN. 

2. СТЕ 28/33 LEAD@LEAD STEP FCR 

MAN OVER TE, IF HE STEPS | 
DOWN NITE T ТЕ PIN HIM. IF HE - 


| WORKS UP РІ FIELD BIK O OUT ТО 
ВСЕ НО 

PULL AND TRAP 1ST MAN OUTSIDE FORCE HOLE FOR PULLING 

F'S BLOCK GUARD. 


GAP BLOCKING PRINCIPLES 


BLOCKING VARIATIONS © 
PULL AND LEAD OFF YOUR GUARD'S | | 


OFT TRAP BLOCK | j 


PLAY CTR 29 ШшШАЭ/СТК 39 LEAD PLAY СТВ 18 L£A2/ CTR 38 LEAD 


L J 
~ 
ы 


3 
3 ; | 
VS 34 SK ях 
- L R 
И же. бе И НИ У MAREM EN ಎವಾ 
L Ву ಜಾ. ~ ~ ಜಂ ಇ + — —R 
' 
v 
L L 


J 
J F ae В. 


“м 
ON 


vs 46 | VS 


10 


(JAB 14 O) 


34 0 


SPLIT RT PEEL 
34 0 


SPLIT RT PEEL 
34 0 


OVERSTACK YOU CALL 


PWR BLOCK FORCE 


Y LOAD TO DEFENSIVE END 


MAKE 5, 4, 3 CALLS 
5 CALL - BLOCK WILL 
4 CALL BLOCK END 3 CALL BLOCK END 


TAG DBL TEAM MAN ON TO MAC. 
LOU OR RAY DBL TEAM TO MAC 
GAP CALL - BLOCK INSIDE GAP 


HOOK NOSE IF ON GUARD IS COVERED. 
DBL NOSE TO MAC. IF ON 4545 


PULL AND TRAP BUC (WILL) LB. 
IF IN L (OR SINK) POSITION. 
ON 5 CALL TRAP DEF. END. 


FILL TO CENTERS BLOCK AND SEAL. 
BLOCK MAN ON OFF. GUARD ON 


OFG 


OFT 


CI RT JET 
JAB 15 O 


TREY RT JET 
JAB 15 0 


QB 


PLAY JAB 15 0 (350) 


YOU CALL 
VS 3-4 SK 570 


5 CALL 


1. 15 OPEN AWAY FROM HOLE 
2. 35 UNDERNEATH HANDOFF FAKE PAS 


JAB 0 - TAKE SHORT JAB STEP AWAY 
FROM HOLE TO ALLOW O-GUARD ТО СЕТ 
AHEAD, READ PULLING GUARDS, BLOCK 
FOR HOLE, SPRINT SPOT IS CALL SIDE 
GUARDS TAIL. 34/35 - 0 SHORT 
LEAD STEP AT NEAR LEG OF CENTER, 
ALLOW QB TO GET DEPTH, ACCEPT BALL 
KEY PULLING GUARD FOR HOLE. THIS 
IS UNDER BALL HANDLING. 


BLOCK END MAN ON LINE. 
(1) WHEN USING JET, BLOCK E.M.O.L. 


"BLOCKING VARIATIONS 


>лу JAB 14 0 (340) | stat JAB 15 0 (350) 


VS 4-4 3 CALL JAB 14 0 JAB 15 0 3 CALL VS 34 EVEN 4 


5 CALL JAB 14 0 JAB 150 ' 5 CALL YOU CALL VS 34 M 


VS OVER YOU CALL 


к | “JAB 15 0 = CA І ——Yv 5 за EVEN L 


JAB 14 0 JAB 15 0 CALL O 


LAY FAKE R18 EXPLODE REVERSE AT 9 PLAY FAKE R19 EXPLODE REVERSE AT 8 


x Е 
ИН ಚ್‌ И шышт 


565 5 5 | 


СІ LEFT| СІ ЕТ 
R18 EXPLODE ЕК Ва op 


У i 


VS KC RENAT o ар AT 8 (S 3-4 C24 
L 1 Р 
W (^M 
Š 
ಬಿಕೆ © 
9 ಲ 
LT JET|TREY RT J 
R18 EXPLODE FK R1 0 m 
OVERSTACK REN 122" : ~ 375-4 SK 525 


Рид BLOCK FLORCE QB SAME AT 18-19 EXPLODE 


SPLIT 6-7 YARDS . RUN REVERSE 


PATH лы у: EXPLODE TO PLAY CALLED, HELP 


QB MAKE GOOD FAKE, FOLD OVER ON FA: 
SIMULATE EAT BLOCK BE ALERT TO PICK OFF ANY ONE 
BLOCK MAN ON OR PEEL IN . CHASING X. 

FRONT OF BALL CARRIER 


SIMULATE EAT BLOCK (TAG BLOCK) 
BLOCK MAN ON OR PEEL IN FRONT 
OF BALL CARRIER 


BLOCK MAN REVERSE TEÇHNIQUE. 
NO MAN ON, % ТЕ _LOU RAY 


RB RESS 


` 


BLOCK MAN ON (REVERSE TECHNIQUE) 
NO MAN ON, SIMULATE LOU (RAY) 
C AND PULL IN FRONT OF BALL CARRIER 


BLOCK MAN ON. TAG. VS DEF W/ 
OFG ONSIDE GUARD AND CENTER COVERED. 
FAKE TAG AND PULL. 


E BLOCKING VARIATIONS 
дер BLOCK MAN CN. CHIP. 


PLAY FAKE R16 BASE, BEND AT 9 PLAY FAKE R17 BASE, BEND AT 8 


ан | ва 


FK R17 BASE 
BEND AT 8 


L 


D 


MIAMI LT EXIT| MIAMI RT EXIT 
.K.R46.BASE | FK R17_BASE- 
BEND AT 9 BEND AT 8 


CI LT TIGHT 


FK R17 BASE vs 
OVERSTACK PEND AT 8 уз фу зк э 
| 1. OPEN TO HOLE CALLED 
2. MORE STRAIGHT BACK THAN 16/17 
Z RUN OFF DEFENDERS QB 5. FAKE PASS 


7} YD. DEPTH, GOOD ROLL STEP TO 
ALLOW QB TO GET DEEP, ACCEPT BALL 

201 x DRIVE BLOCK | BE FOLLOW FB TO HOLE, READ TE AND | 

m таа . TUB BLOCK Е сын 


SIMULATE MAN BLOCK ON (16/17) . 
HOOK STUB NOTE: DO NOT RUSH КОШ, STEP 


UNCOVERED, FAKE TAG, AND SEAL LB. 
SIMULATE MAN BLOCK ON (16/17) 
HOOK DEFENSIVE END. 


UNCOVERED, FAKE LOU/RAY AND SEAL TAKE GOOD STEP TO SHOW 16/17 
LB. SIMULATE MAN BLOCK ON 16/17; RB ALLOW QB TO CLEAR YOUR AREA 
HOOK MAN ON | СОМЕ HARD TO PLAYSIDE BLOCK FORCE 


! СЕ, 
UNCOVERED, FAKE LOU/RAY AND SEAL READ TE's BLOCK FOR PATH ТО FORCE 
LB. SIMULATE MAN BLOCK ON 16/17 


: YOUR 
HOOK NOSE ` NOTE ALLOW NO ОМЕ TO CROSS 


FACE UNBLOCKED 


UNCOVERED, FAKE ТАС AND SEAL LB. 
SIMULATE MAN BLOCK AND HOOK MAN 
ON 


SIMULATE MAN BLOCK AND HOOK MAN BLOCKING VARIATIONS 


OFT ON 


14 


о. PLAY FAKE COUNTER 17,(X/Z)REVERSE RIGHT PLAY FAKE COUNTER 16, (0/2) Aer ಇ. 


OWR 


~ = 


: | 1. GOOD COUNTER FAKE 
BLOCK FORCE, 48 2. MESH WITH X ОВ 2 


SPLIT 6-7 YDS. 
RUN REVERSE PATH. ಇ... ೨... ... 
RECEIVE BALL FROM ОВ. · 


СВЕ © COUNTER STEP=CREATE GOOD MESZ `` 
WITH QB, GOOD FAKE, FOLLOW 
PULLING TACKLE. ` ` 


SIMULATE CTR 16/17. 
HOOK ASSIGNED MAN. 


PULL AND SEAL AREA OF 
REVERSE EXCHANGE. 


PULL AND BLOCK STUB | RE JET MOTION: BALL WILL ВЕ 5МАРРЕ 
BEEIND PLAY SIDE TACKLE. Кг 


GOOD HOOK PO E.M.O.-. 
SIMULATE CTR 16/17. LET ASSIGNED нын АРЫ ಭಜ! 
MAN SLIDE ТО INSIDE. LEAD PLAY DO NOT ALLOW ANYONE ACROSS 5207 


ON SECOND FORCE. FACE, DON'T ВЕ ТОО AGGRESSI'z, 
š - AS REVERSE WILL TAKE A LITT 


4 
SIMULATE CTR 16/17 TIME TO DEVELOP. 


HOOK MAC 


BLOCKING VARIATIONS 


SIMULATE CTR 16/11 
HOOK STUB | 


PLAY FAKEDIVE 24 (2/Х) REVERSE LEFT PLAY FAKE DIVE 25 (2/Х) REVERSE RIGET 


Aa 


L 


RT 
FK DIVE 24/25 


SPLIT 6-7 YDS. RUN REVERSE 


OWR PATH UNDER РАКЕ OF F. ЭС LEAD STEP=FOR SIDELINE, ALLOW 


ES ро ма 441 --- ROOM FOR WR ТО HAVE THE RIGET —— . 
жәні | OF WAY UNDER YOU. MAKE GOOD 
РАКЕ. к 
Y — DRIVE BLOCK NOTE=BALL WILL BE PITCHED TO W3 
UNDER YOU. 


- 


SIMULATE DIVE 2೬/25. 
PT PEEL AND LEAD ON SECOND FORCE. 


SIMULATE DIVE 24/25 


РО НООК ASSIGNED MAN ' RB 
SLIGHT LATERAL STEP=DRIVE FOR - 
SIMULATE DIVE 21/25 INSIDE LEG OF TACKLE. МАКЕ 
HOOK ASSIGNED MAN GOOD HARD FAKE INTO 220.5. 
SIMULATE DIVE 24/25 
OFG HOOK ASSIGNED MAN | 
SIMULATE DIVE 2L/25 BLOCKING VARIATIONS 


_ OFT HOOK ASSIGNED MAN | 


15 PLAY DIVE 24 PITCH 


PWR 


OFT 


SIMULATE DIVE 25/24 
HOOK ASSIGNED MAN. 


DIMULATE DIVE 25/24. 
HOOK ASSIGNED MAN 


SIMULATE DIVE 25/2L 
HOOK ASSIGNED MAN 


SIMULATE DIVE 25/24 
HOOK ASSIGNED MAN , 


H 


SIMULATE DIVE 25/24 
HOOK ASSIGNED MAN 


SIMULATE DITE 25/24 


PLAY DIVE 25 РЇТСЧ 


LEFT| SPLIT RT 


1. GOOD DIVE FAKE 
QB 2. ALERT FOR QUICK PITCH TO 
BALL CARRIER. 


- .-..LEAD STEP=FOR SIDE LINE KEEP EY? 
BC ON QB FOR PITCH. 
WHEN IN 3 POSITION WITH QUICK 
JET CALLED, BALL WILL BE 5МАРРЕО 
IN THE TEEN POSITION. KEEP EYz: 
ON PITCH 


RB SLIGHT LATERAL STEP=DRIVE FOR 
INSIDE KEY OF Р.5.Т.. MAKE А 
GOOD HARD FAKE THROUGH 1.0.5. 


BLOCKING VARIATIONS 


ಗ: 


SHORT YARDAGE & COAL LINE OFFENSE 


а ae “лээ 


1, SHORT YARDAGE AND GOAL LINE SITUATIONS: 


A. .Short Yardage: Third down, 1 yard or less to go. 


B. Goal Line: One yard or less per down required to score. 


2. OUR GOALS: 


A. Convert ALL short yardage situations into first downs 
or touchdowns. 


B. Convert ALL goal line situation into touchdowns. 
(Don't be satisfied with three points). i 


RD YARDAGE SSS иш 
A. Quarterback will call "Short Yardage" in the huddle. 
B. Line adjust splits and stance. Get more of the ball? 
C. Flank take the "close" position when necessary. 


D. Backs adjust alignment. 


4. SHORT YARDAGE MUST: 
A. Defeat your man physically (No finesse). 
B. No penalties Й А ಚ “ші 
С. No missed assignments: __  — — - | 


z . — .- = = ап — — — ата = — — 


D. All out effort. | 


ಗಾ 


5, If requirement is 12" or less, our #1 consideration is the QB sneak. 


GOALLINE AND SHORT YARDAGE FRONTS 


J 


M W 


S E T £ B 


OOODOOO 
ಲಿ ತೆ, 


E T T E 


000೧00೦೦೦ 
O O 


F 


B ETE в 
пласта 


34 DOUBLE SINK 


очо ее О 


೦೦೦೧೦೦೦ 
೦ O 


7 
с M | 
BET ТЕЗ r 


೦೦೦೦೦೦೦ 
O О 


Ј С 
i M 
С Е Т Т 1 ТЕ 5 


ОООПООО 
O О 


6-1 JUMBC 
Ч M F 
T Е 5 G 


6-2 JUMBC 


О ooBooo, 


| ೧೦೦೦ 
SOOO O о 


„= 


-GOAL LINE AND SHORT YARDAGE RUNS 


po a CO | ee 


(FAKE FLOW 16/50/17 44 LEAD) SNEAK АТ 1 (FAKE FLOW 15/SLANT 45 LEAD) SNEAK AT O 


. FLOW 34/35 14/15 LEAD. SLANT 44/45 LEAD 
RIDE 16/17 46/47 LEAD 
RIDE 17/16 47/46 EXPLODE BOSS 


RIDE 18/19 38/39 PINCH INSIDE 


= — s a © 
--- --- — . —— 


RIDE 19/18 39/38 INSIDE 
RIDE 39/38 OUTSIDE 
TOSS 20/21 ZAP TRAP 


TOSS 20/21 ZAP TRAP - OPTION AT 8 


ü 


(FAKE 2 14/SLANT 44 LEAD) SNEAK AT 1 (FAKE FLOW 15/SLANT 45 LEAD) SNEAK АТ 
J 
J C : 
W M е C Me P 
B 8056 F ВЕТ | E 
6 NCO и! е 25 
~ O 
(FAKE FLOW 14) ಅ (FAKE FLOW 45) ~ 
r А 34 ЗМЕАТ ATO = 6 
ಎ 2 zx. ಖಾಸ ಯವ ಯ ಮು ಮು ಬು E ОПОНЕНТИ олан ыы = 
C 
T хав Meow еә «а ea ಇರ æ -F 
4 Жа e бе“ 
(FAKE FLOW 44) (FAKE FLOW 45) 
SNEAK AT 1 52 DBL SINK SNEAK мо 0 E. 
ASSIGNMENTS 
Y - EAT, LOAD 
— PT = INSIDE DRIVE — + ш-- шанағына QUE 
PG - INSIDE DRIVE, IF COVERED 
VS 3-4 LOOK, ВАЗЕ LOU OR RAY 
C - DRIVE BLOCK 
ВАЗЕ LOU OR RAY - VS 3-4 LOOK 
ОРС - WEDGE ТАС - IF COVERED 
OFT - VS 34 LOOK, EAT TECHNIQUE 
IF GUARD IS COVERED, WEDGE TAG 
z - SEAL TO ТЕ 
X - INSIDE DRIVE ` 
QB - REVERSE PIVOT - DEEP HANDOFF - FAKE PASS 
BC - HB - FAKE HARD PLAY CALLED ТО DRAW LB's WITH YOUR MOVEMENT 


ЕВ - FAKE HARD PLAY CALLED TO DRAW LB's WITH YOUR MOVEMENT 


а. ಆಬಾ Е Са du a as 


- j 
: É А | 
E. E Я c M - 
ова ' ДЕА 
1099, гара 
16 
ELE Сва ын SLANT 44 LEAD ° 


FLOW 35 LEAD а 52 DBL SINK | SLANT 44 LEAD 


Ж Q3 
ASSIGNMENTS 
Y _ PLAY TOWARD - INSIDE DRIVE, BASE EAT 
PLAY AWAY - EAT, LOAD 
________РТ__ - BASE TAG, BASE EAT, INSIDE DRIVE OOOO 
PG - 0 T о BASE LOU OR RAY Бо 
А _ BASE 100 ОВ RAY. 
BS 6-2, MUST CHOOSE BEST WAY TO BLOCK OFF LB. (MAN, LOU, RAY) 
ОРС - WEDGE TAG, BASE LOU OR RAY - LOAD - 
OFT - WEDGE TAG, EAT, (LOAD VS 6-2) 
z - INSIDE DRIVE MOST DANGEROUS MAN OUTSIDE TE 
У PLAY TOWARD - INSIDE DRIVE, BASE EAT. 
PLAY AWAY - EAT, LOAD ` 
ов - REVERSE PIVOT | 
BC - SHORT ROLL STEP, KEY FB'S PATH FOR HOLE 


RB . - SPRINT SPOT: TAIL OF P.S.T. KEY P.S.T.'S BLOCK FOR PATH TO SECOND АТГ. 


6 RIDE 17/47 LEAD RIDE 16/46 LEAD 


J 
J _ C : 
C^? м | 
B! S F ; 
: E 
Wa ~ 
RIDE 17 LEAD ° 34 RIDE 16 LEAD • 
зас Р. 
J 
С 

/ М 

5 = N я Е с ВЕТ | трак c 

O 

№ e ФО 
RIDE 47 LEAD O жу 52 DBL SINK | RIDE 46 LEAD 

ASSIGNMENTS 
DRIVE AND HOOK, EAT - IF PLAY TOWARD 
— Y - EAT, LOAD - IF PLAY ARAL ಅರ ಚಾ St, etal 28 : "T 

PT - DRIVE AND HOOK TAG, БАТ 1 
PG - WEDGE LOU OR RAY, TAG, EAT : 
C -  WEDGE LOU OR RAY, TAG, EAT 


OFG - WEDGE LOU OR RAY, LOAD 


OFT - EAT, LOAD 


Z ^» INSIDE DRIVE CORNER ` 


БАТ, LOAD - IF PLAY AWAY 
X - DRIVE AND HOOK, EAT - IF PLAY TOWARD 


QB > OPEN TO B.C. 
BC - EXPLODE ТО TAIL OF Y MAN, KEY Y'S BLOCK. RUN TO DAY LIGHT 


RB = LEAD FOR TAIL OF Y MAN, KEY Y'S BLOCK FOR PATH TO SECOND LAYER 
ALWAYS CLEAN UP L.O.S. 


೩222 17, 67 EXPLODE BOSS RIDE 15, 46 EXPLOCF 2055 


RIDE 17 EXPLODE BOSS WO 34 RIDE 16 EXPLODE 8055 ಇ 61 
ВЭ ша са) a ಭಾ ದ. ಸಮಿ L s x ಎಸ್ಟು w АНИНЕ ma ಹಿಮ ಹ жы 
же: a сі Е о ae Pete eee ಭ್‌ bcd аме мси ^, к lans See: ——— —— ЭЕ 
Е; Б | E F с ВЕТ ТЕЛ c 
Go 2 QOXUO Оа 
е е (2 
BOSS E 
(IDE 47 EXPLODE 2 52 DBL SINK RIDE 46 EXPLODE BOSS e “ж 52 
ASSIGNMENTS 
DRIVE AND HOOK, EAT - IF PLAY TOWARD 
Y - БАТ, LOAD - IF PLAY AWAY 
: MAKE PROPER CALLS EAT, ТАС, LOU OR RAY, MAN) (FRISCO) 
T - DRIVE AND HOOK. .. . сааш 
рс ^. % MAN CALL; OPTION “PULL TO “PLB. na сс e лс ucc “= 
7 EAT, TAG, LOU OR RAY i 


С - WEDGE LOU OR RAY 
VS 6-2 REACH ON MAN SFRISCOO CALL 


OFG - 100 OR RAY, VS 3-4 LOOK. LOAD 
OFT = EAT, LOAD 
2 - SEAL ТО TE 
DRIVE AND HOOK, EAT - IF PLAY TOWARD У 
Х - БАТ, LOAD - IF PLAY AWAY 5 
QB  - OPEN TO B.C. MES m 
BC - EXPLODE AT OUTSIDE LEG OF X MAN. KEY X MAN BLOCK FOR HOLE 


RB -  EDPLODE TO OUTSIDE LEG OF X MAN. BLOCK LOU. ТАКЕ HIM IN LINE 
| OF CHARGE. 


8 RIDE 19 PINCH INSIDE/RIDE 39 PINCH INSIDE 


J 
C a Әј 
4 
А м. 0 M 
F S < ' B E | ಇ 
ROQ ХҮР СОСО с 
® А“ 
6) 
! 
RIDE 19 PINCH INSIDE\= 34 RIDE 18 PINCH INSIDE 55 
C 3 
л W M W M l. á 
` 
Е ЩЕ © с СВЕ ЈЕ 
ede 
ow 
4 
, 
RIDE 39 PINCH INSIDE 52 DBL SINK | ЕШЕ 28 PINCH INSIDE | 
| —— г + 
ASSIGNMENTS 
PLAY TOWARD - PINCH BLOCK MAN ON. 
Y PLAY AWAY = LOAD 
PT DRIVE AND HOOK. IF UNCOVERED BLOCK DOWN » 
PG PULL AND TRAP FORCE | | ж 
С VS EVEN, REACH MAN ON P.G. . 
LOAD 
OFG LOAD 
OFT LOAD 
2 PINCH BLOCK МАН ОН ТЕ | | 
X PLAY TOWARD - PINCH BLOCK MAN ON PLAY AWAY - LOAD 
QB OPEN TO B.C. 
BC EXPLODE AT OUTSIDE LEG OF P.S.G. KEY PULLING GUARD AND 
PINCH BLOCK FOR HOLE. 
ВВ =- SHORT STEP UP WITH NEAR FOOT. CHECK P.S.G. AREA FOR RUN THROUGH, 


N/T LEAD AROUND FOR MAC, OR 185 COLOR IN HOLE 


RIDE 18 PINCH INSIDE/RIDE 38 PINCH IN 


КІСЕ 19 iNSIZZ/RIZE 39 INSIDE RIDE 18 INSIZE/RIZZ 38 215222 


Ј 
NC : : 
d A W МА. C M 
s Е \ S. F B E S 
QO ОТО OG 
тб Wa ар Ф 
ನ್ನು 27 
RIDE 19 INSIDE ° 34 RIDE 18 INSIDE ы 
a ೨ 61 
J шог gem ло = g= А РОНЕ сананы VA ಯ್ಯ ке ಸ 
c ==“ u -F 


I 
22 DBL SINK | RIDE 58 INSIDE (О--- 5 


го 


RIDE 59 INSIDE 


ASSIGNMENTS 

DRIVE AND HOOK - IF PLAY TOWARD 
Y - БАТ, LOAD - IF PLAY AWAY 
PT - DRIVE AND HOOK. IF UNCOVERED, BLOCK ГОЮН | А. асайық сад 55 ಜ್‌ 
PG - PULL AND TRAP FORCE 
C -  WEDGE LOU OR RAY, LOAD 
OFG - LOAD, WEDGE LOU OR RAY = 
OFT - LOAD, EAT 
2 - SEAL TO ТЕ 

DRIVE AND HOOK - IF PLAY TOWARD 
Х - БАТ, LOAD - IF PLAY AWAY š 
QB - OPEN TO В.С. 
BC -  EXPLODE AT OUTSIDE LEG OF P.S.G. - KEY PULLING GUARD AND FB'S 


BLOCK TO HOLE. 
SHORT STEP UP WITH NEAR FOOT CHECK P.S.G. AREA FOR RUN THROUGH, 
N/T LEAD AROUND FOR WILL OR JILL. 


ë 


10 


QB 
BC 


RIDE 39 OUTSIDE RIDE 38 OUTSIDE 


52 DBL SINK 


ASSIGNMENTS 


PLAY TOWARD — HOOK _ 
PLAY AWAY ` - LOAD 


HOOK, IF UNCOVERED BLOCK DOWN 
PULL AND HOOK FORCE 


REACH PLAYSIDE GUARDS MAN VS EVEN 
LOAD VS ODD 


LOAD 


LOAD 
SEAL TO TE 


PLAY TOWARD - НООК 
PLAY AWAY = LOAD 


(4 


QUICK FAKE ТО FB - MESH WITH B.C. 

EXPLODE AT OUTSIDE LEG ОР P.S.G. KEY PULLING GUARD & FB's BLK FOR HOLE 
OPPOSITE FORM. LEAD STEP TO SIDE LINE. RUN FOR FLAG UNLESS YOU ARE 
FORCED INSIDE. 

SHORT STEP UP WITH NEAR FOOT, CHECK P.S.G. AREA FOR RUN THROUGH, N/T 
LEAD AROUND FOR 1st INSIDE COLOR. 


1222 21 CAP TRAP TOSS 20 СА? TRAP 


34 
M d шэг = > 
M 
jv | 
овечій 1448 О--” 52 DBL SINK Е 
“ASSIGNMENTS .... 222... ...-- ---- . 


Y - HOOK : = 


PG - INSIDE DRIVE, WEDGE TAG ° 


C - HARD INFLUENCE ON NOSE, LOU OR RAY WITH OFF С. 


OFG - VS 3-4, LOOK MAN BLOCK LB. 
COVERED, LOU OR RAY WITE CENTER 


OFT - PULL TO INFLUENCE 


- SHORT JET, TRAP NOSE VS ODD LOOK, TRAP P.S. DEF LINEMAN VS EVEN 


X £ INSIDE RELEASE BLOCK ONSIDE LB TO JILL ` 
QB - FAKE TOSS - MESH WITH В.С. 
BC - SLIGHT LATERAL STEP TO ALLOW QB TO GET AROUND, DRIVE FOR HOLE, 


KEY ZAP BLOCK. RUN TO DAY LIGHT. 
АВ. - DRIVE HARD AWAY FROM CALL, MAKE GOOD TOSS FAKE. 


12 


BC 


КВ 


О 


1055 20 ZAP ТКАР - ОРТТОМ AT 8 


_ J 
у | C iust 
BE “ N š : B E Ti 
h ES F LE 
ооопооо | cod ЖЕН, 
| 34 й 
J 
C 
W M C 
E T N TE F 
ОООПООО 
ಲಿ 
೨2 6: 
ASSIGNMENTS 5 
НООК | шин 
НООК 


LOU/RAY ТО ONSIDE LB, FRANK 


LOU/RAY TO ONSIDE LB, FRANK 


LOAD TO OFF LB 


LOAD TO OFF LB 
FAKE 2АР TRAP - PROTECT OFFSIDE 


LOAD 


FAKE ZAP TRAP - OPTION CORNER FORCE 
JAB TO FAKE TOSS, GET IN PHASE WITH QB. CATCH OPTION PITCH. SCORE 


FAKE ZAP TRAP 


SHORT ТАА2А22/ 39 


SLANT 47 
SLANT 47 
FLOW 36 
FLOW 36 
FLOW 36 
FLOW 37 
FLOW 36 
FLOW 37 
DIVE 21 
FLOW 36 
SLANT 46 
777 SLANT 46 
SLANT 46 
RIDE 38 
SLANT &7 
SLANT &7 
SPRINT AT 
l SLANT 47 


SLANT 46 


GOAL LINE PASS 


ಹ -5- ಹೋಂ 


GOAL LINE PASS 


DIVE 15 


765 Nee ee 


AL GINS 


PASS 


706 ARROW 
706 ARROW 
072 ARROW 
706 ARROW 
706 ARROW 
706 ARROW 
O72 ARROW 
706 ARROW 


"— — ಬಾ 


ZERO - ZERO - ZERO 6 
014 SHOOT | 
072 ARROW 
018 STOP 
088 F CROSS 
708 ARROW CHOICE - H ARROW 
017 ARROW 


8 - DOUBLE ОН 7 H ARROW 


шеше тш ant hy TENT TE CN 


- 778 ARROW 
- ZERO - ZERO - Ү BEHIND ARROW 


ROLL RIGHT . | - -.- 


ROLL LT 


720 


BRONCO SPECIAL 


14 


J С 
М 
ВЕ Т T ES F 


ООЦООО 
© 


ಬ шш ЕЕ | 


OPPOSITE RIGHT TUFF 
PASS SLANT 47 - 706 ARROW 


— ЕЕ НИНИН а 


OPPOSITE RIGHT TUFF ZOOM 
PASS SLANT 47 - 706 ARROW 


F 


OPPOSITE RIGHT TUFF 200М 


STRONG LEFT TUFF ZOOM 
PASS FLOW 36 - 706 ARROW 


J 


С 
М 
5ЕТ ТЕВ 


соодоо 


STRONG LEFT TUFF 
PASS FLOW 36 - 706 ARROW 


F 


STRONG LEFT TUFF 200М 


SPLIT RIGHT TUFF 
PASS FLOW 37 - 706 ARROW 


F 


SPLIT RIGHT TUFF 
PASS DIVE 21 - 706 


SPLIT RIGHT TUFF ZOOM 
PASS FLOW 36 - 072 ARROW 


SPLIT RIGHT TUFF ZOOM 
PASS FLOW 37 - 706 ARROW 


SPLIT RIGHT TUFF 
PASS FLOW 36 - 2ЕКО-2Е 


STRONG RIGHT TUFF 
PASS SLANT 46 - 014 5: 


10 
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PASS OFFENSE -- GENERAL INFORMATION 1 
BILLS PASSING PHILOSOPHY 


We are a pattern football team in contrast to an individual 
route passing team. 


We аге a timed passing game team. 


Q.B. RESPONSIBILITIES 

To visualize route vs. coverage. 

To eliminate receivers. 

To throw to the open receiver with the proper timing and 
trajectory. ne -- ,. . . ЖЕР” М 


RECEIVER RESPONSIBILITIES 
To create passing lanes. 
To get open. 
То catch the ball. 
To-stop interceptions. 


To show the Q.B. that the route is not good vs. a particular 
coverage.. 


There will be several types of passes in our offense: 


b. 


24 


2% 


DROP ВАСК5 Thrown by the QB who retreats straight 
Wes back inside a protective cup formed by _ ಕಜ 


ಸ о фре-Ч+пешеп and the blocking backs. .——- --——~ 


PLAY PASSES whereby the fake of a running play occurs 
but a pass develops. Protection schemes 
will vary according to the type of play 

"passing occurring. 


SCREENS We have two types of screens. 


1. Delayed types with a pass thrown to 
a receiver at a designated spot behind 
the 1.0.5. with several linemen releasing 
in front of the receiver to provide bleck- 
ing. These can be thrown from а drop ೨೩೦೬ 
22222022222 0-4... ಎ ог play action look. | 


2. Quick Screens are thrown to split-receiver: 
off of a play action fake with linemen 
pulling out to get in front of the гесеїує 


~ 


SPECIAL PASSES: 


DASH 


ROLL 


WAGGLE 


ದಾರ ರ —-box; with both backs flowing -away-from his - 


SPRINT 


ROUTE 


PATTERNS 


SWING CONTROL : 


ROUTE ELEMENTS: 


Passes, usually play action, which do not fit 
into any other definable category. These are 
mostly gadget-type, goal line or short yardage 
passes. ET | 
Passes where the QB takes 5 steps back in the 
pocket in order to lure the rushers up field 
then breaks contain to the H back's side of 
the formation. 


Passes where the QB takes 5 steps back in the 
pocket in order to lure rushers up field then 
breaks contain to the F back's side of the 
formation. 


Passes where the QB fakes to a Running Back and 
sets up at a prescribed depth inside the tackle 


set-up. 


Passes where the QB presses the corner and 
throws on the run. 


PASS TERMINOLOGY 

Prescribed technique of an individual receiver 
including Split, Release, Approach, Stick, 
Breaking Point, and Adjustment. 

Combination of routes by receivers and backs. 


Back in pass pattern to defeat defensive 
coverage or personnel. 


‚А. SPLIT - Position of ball and individual 


route will determine split distance. 


B. RELEASE - A maneuver by a receiver out 
of his stance when covered tightly by a. 
linebacker or defensive back; either a 
finesse-type move or an aggressive power- 
type move attempting to quickly escape tte 
defender. If you have a free release 
(no defender on you) ít must be an 
acceleration up field for at least 8 yarcs. 


C. APPROACH - A term describing the receiver's 
move on a particular route, 1.6. run a 
6 Route with an 8 Approach. . 

D. STICK - Last three steps of the approach 
that drives at the defender to push, freeze 
or influence him before the break. These 
include: 


1. WEAVE - An angled accack to the route 
(from 309 co 909) to create separation 
from the defender. 


2. CHANGE OF PACE - Gives the impression 
to the defender that the receiver is 
u | - slowing down for a break іп, out or Баск. ... 
шэг, to the ball. The idea is to рес тһе : 
defender to relax or slow down. 


3. PHONY ACCELERATION - This is the opposite 

гү го | : 1 . of a change of расе. It is a three step 
move where the receiver gets low by 
bending his knees. He brings his hands 
to his armpits using a 1, 2, 3, pumping 
motion and moves his feet at the same 
tempo as his hands. This gives the 
illusion of hard up field move. 


c= == -- до "SQUIRT" - The loop is a three step move 
ымыны EAT ОПОТПО foot to the Sice 01 COS c 
break. On the third step the receiver 
loops back to his original direction. 


E. ЕЗЕАКТМС POINT - A critical point vertically 
up the field from the 1.0.5. where the 
receiver makes his cut. This point will be 
described in relation to the numbers. 


21. JAB - A definite one step fake. It 
attempts to freeze or turn a defender 
at the breaking point. 


2. DOUBLE JAB - Fake leading into a breaking 
point. The first step toward the break, 
the second away rolling head and shoulders 

to freeze the defender, then accelerate 
into the route off the second step. 


l. ZONE ADJUSTMENT - Technique vs Cleo 
when a 1, 3, or 5 Route has been called 
to an outside receiver. Take an outsice 
release and get no closer than 5 yards 
from the sideline when turning upfield. 
The emphasis is on width then depth. 


2. 0.5. - Techniques vs. Press when al 
& 3 Route has been called to ап outside 
receiver. Make an inside fake then 
release quickly upfield leaving the side- 
line for the QB to throw the ball over 
your outside shoulder. š 


3. RUN AWAY - A technique employed on a 
"middle" four route ог an outside six 
route vs Press technique, the technique 
requires the receiver to get a vertical 
release on the defender into a trail 
technique со an B yard depth, then break 
across the field gaining depth as you 
go. 

4. SIGHT ADJUST - It is the responsibility 
of either the single or middle receiver 
to recognize a blitz to his side and 
release into a prescribed blitz route. 


5. GO - A call by the ОВ со direct a receiver 
°° either in a three or four route, to fake 
— he called route and break-deep-off from — 


it. 

(а). 4 GO - Break your 4 route ас 10 
yards deep and read the defender, 
if he jumps the route as you break, 
accelerate past him avoiding contact, 
if he is slow to react, take a hard 
move towards the QB, giving him 
time to react before turning up 


field. Avoid him grabbing you. 


b). 3 GO - Break your 3 route at 8 
yards deep and read the defender. 
If he jumps the 3 on your initial 
step, quickly break up field inside 
of him, if he chases the 3 from 
Р inside, take him three hard steps 
to the outside before breaking up 
|... field, avoid contact, and leave as 
: ^ шин “sideline for the QB as possible. 


Ne m 


ROSE Read screen to the right Ша 
LILLY , Read screen to the left 
OH Term to change responsibility of Y. If OH is 


used in the middle of the call, (i.e. Quick 1081), 
Y has the responsibility of the F back. If OH 

is used at the end of the call, 

(i.e. Flare 866 Flat OH) it exchanges the 
responsibility and assignment of the Y and H back. 


JUKE | A stick move where you plant, pivot, and break 
back to your outside. 


PASS OFFENSE MECHANICS 


DROPBACK PASSING GAME 


А. MECHANICS | ==. 


1. The mechanics of how the pass offense is put together 
are structured for definition purposes into four units 
--that-are all coordinated into one clearly defined 
offensive play. 


2. Each phase of the call directs the four units that are 
involved in the execution of the play. 


(a) Quarterback 
|. (b) Offensive Line 
(c) Receivers 
` — 00000 (d) Running Backs 


3. Theoretically, this should eliminate any breakdowns in 
communications, define responsibilities and allow 
flexibility without taking away from executi^n. 


4. The four categories making up each call are: 


(a) Series 

(b) Protection 
(c) Pattern 

(d Swing Control 


5. SERIES CALL 


(a) The Series call is the first thing called 
by the QB when putting together a Pass Play. 


(b) The one call takes care of defining the area 

Жол ori ls of_attack, the initial-QB read;-the-depth.of -- 

У“ - the QB's drop, and in most cases the protection 
needed. ере n ЭН 


(c) Ten Series 


_ Gub nere _ (1) Max : Maximum protection - no backs out. 
(2) Quick : Short Passing Game 
(3) Firm : Medium Passing Game 


(4) Flare : Deep Passing Game 

(5) R "Call": Call that keeps the right back 
in with other back оп S.P.U. 

(6) L "Call"; Call used to keep the left back 
in with other back on S.P.L. 

(7) FLOOD: Weakside flood series with H back 

on free release, F back S.P.U. on 

will. 


eee - dogs from right to left, the 


(8) SCOT : A call toward Y that has the P.G. 
on double pick-up. The F back has 
N.5.P.U. The Y man must release 
inside as he may be a Hot Receiver 
vs. some dogs. 


(9) SCAT : А call toward an open side that 
has the P.G. on double pick-up. 
The H back has N.S.P.U. The A 
back must read the weak-backer as 
he may be a Hot Receiver. 


(10) RICKY : A series that releases the back on 
the right side of the formation 
with N.S.P.U. His release is 
compensated for by our uncovered 
Linemen, or Linemen reading for 
remaining back has S.P.U. on two 

LB'ers his side. 


(11) LUCKY : A series that allows the back on 


the left side of the formation to 
release with N.S.P.U. his free 
release is compensated for by our 
uncovered Linemen, or Linemen 
reading for dogs from left to right 
The remaining back has 5.8.0, on 
two LB'ers his side. 


6. PROTECTION CALL 


(a) 


(c) 


(d) 


The protection call in most cases is included in 
the Series Call. _ __.. Mes m 


The only time the protection call is not included 
with the Series Call is when the two series are 
being combined. 


Ihe first call always controls what series is 

being used, the second call, if made, incorporates 
a different technique by the pass protectors. 
EXAMPLE:  Flood-Quick: Means a weak flood pattern 
is being used and a quick set technique is being 
utilized. 


Protection calls in the Huddle 


(1) STAR: Back aligned to the strength and 
the guard have dual read on inside 
to outside LB'er. 


(2) WAR : Back aligned away from strength and 
the guard have dual read on inside 
to outside LB'er, 


(e) 


Protection calls made at the 1.0.5. 


(1) ROGER: 


(2) LOUIE: 


Call to our right to adjust 


. protection to a &-3 responsibility 


in a 4-0 Nickel defense. The back 
on the right side of the formation 
responsible for first outside 
dogger; none, run route. 

Uncovered lineman blocks first 
inside dogger to this right. 


Call to our left to adjust 
protection to а %-3 responsibility 
in a &-0 Nickel defense, the back 
on the left side of the formation 
is responsible for first outside 
Dogger; none, run route. 
Uncovered Lineman blocks first 


ಆಷ್ಟ мы й бамдат ಮುಖ್ಯ 


inside Dogger to his left. 


7. PATTERN CALL 


(a) All pass patterns are put together by calling 
three individually numbered routes. 


(b) Each route the receivers have in their passing 
tree із assigned a specific number. 


HITCH 2 
= с ಆ oo mÓ o o 


© 00೧0೦೦೮೦ 


ад 22 TREE 
"x" TREE Po прес К 


(c) To put the routes together in terms of a pattern 
the numbered routes are called starting with X 
(the weak-side receiver) going to Y (the middle 
receiver) then to Z (the strongside outside receiver). 


ч 


(d) To give an example of a call, 866 «111 ze -5е- 
(1) The 8 call tells X со run an 8 rouce. 
-- - (2) The 6 call tells Y to run a 6 route. 
(3). The 6 call tells Z to run a 6 route. 


“осе: The strongside combination is always сботсіласєс 
and taught as one combination. 


(e) The pattern progression, weak to strong, is always 
the same regardless of the alignment of the receiver 
The two outside receivers take the first and last 
numbers called and the middle man takes the middle 
number called. 
син | EXAMPLE: SLOT FORMATION 866 
u ಜ್‌ ಜ್‌ MT : 
» z 8 | 


-6 


(Е) If at any cime che QB does пос call a middle ೧೫0, 
“substituting an "ОН" call for a number, Y slow 5locks. 


EXAMPLE:  40H8 


೦೦೦೦೦೦ 
O OH Q 


8. SWING CONTROL CALL 
(a) The final call in putting together all four categories 
is the swing control. | 


(b) The swing call will direct one or both backs into the 
pattern, dependent upon the series being used. 


(c) HB and FB Mirrored Swings. 


ОР | POST LAG 
FLAG POST --- 
SHOOT — WHEE- 
7 Жым 2 CENTER CROSS шиг SHO 
. == 4 = $ 
WIDE/FLA R ey WIDE/FLAT 
у, ОРТІОМ 
STOP nowt N 5ТОР 
HOOK IN SNEAK 


Ф 
- 


ARROW | S> 
ы ALLEY O O 2 ш O О 4! V 
Q Q ALLEY Q 
BASE жө | | 98 | 


(4) When combination swings are required, а new set of 
terminology is used to describe the two individual 
routes as one. To be discussed in the Swing Series. 


3. The following diagram combines all four categories into one == 
pattern call: 


( Scot : Series 6 Protection FO uu | 
s 866 : Pattern 
Flat : Swing 22 
8 
6 


Flat 


ос о UN NRI OoOO: — — n 


- 


10. Whenever an individual route is needed for use in a specific 
pattern that is not in the numbered tree of that or those 
ae receivers involved, the QB will call the route closest in 
description to the route desired and then call the name of 
೭೧೩೭ route in place of the swing call. 


EXAMPLE: Lucky 272 H. Flag-R 


(a) In other words X & Z would end up running their 
42 routes but use a delay technique. 


(b) The RB or RB's would use the change up route call 
ie d ЗЭ AS ALT CO TEN a companion swing as pre-deteraine< 
| by the game plan. - ша те M 


- (c) EXAMPLE CALL: Lucky 272 H Flag R. 


11. SCRAMBLE MECHANICS НЭХЭВ эс. ಪರ прање 


If the GB is forced out of the pocket due to a 
heavy rush, the receivers observe tne following 
rules: 


1. If the QB comes out to your side: 


4.1 Deep men in the pattern should come back 
to the QB - then mirror. 


1.2 Short and medium receivers should go deep - 
then mirror. | ; == 


1.3 Short and medium receivers who are in crossing 
routes should mirror 08 at same depth - 
eS. сас дн z: ттроѕзір1у coming to him а little. „___ ಮ 
~ 


О 


NOTE: 


G.L. MIRROR AT 2 YD. I.S. 
END LINE 


ee з = a E 
NOTE: 
STAY ROUTES MIRROR COME BACK | GO DEEP 
1, ANY SHALLOW 7, POST 7, 9, 6, 8, 3,5, 80, 2, БІР” 
CROSSING RT - STAY WITH IT FIRM 8 4, FIRM 4 


AND MIRROR QB 


SICHT ADJUSTMENTS 


A. FIRM, FLARE, SCOT, SCAT, 77 - GEE 


1. X- 2 ROUTE IF BUC & WEAK SAFETY BLITZ 


B. ALL PROTECTIONS 


4. Y- 1 ROUTE IF FRANK & STUB BLITZ 


C. CUBS, SCOT, 77- GEE 


өнөө Í ——M 1 


4. Y - LOOKIE PATTERN IF МАС & STUB BLITZ 


D. SCAT, BEARS 


4. Н - ARROW ROUTE IF BUC & WILL BLITZ 


ын E. SLIDE PASS 16-17, SCREENS 
4. X - 2 ROUTE IF BUC AND WEAK SAFETY BLITZ 


2. Y- 1 ROUTE IF STUB & FRANK BLITZ 


| F. FAR SCAT - > WILL & BUC Й RUNS: 1 BYU LIKE H 


H. SPLIT OVER - WEAK SAFETY BLITZ - Z S.A. 2 ROUTE 
I. BULL - BACK COMING OUT OF BACKFIELD RUN ARROW IF WILL OR BUC BLITZES 
J. CALF - BACK COMING OUT OF BACKFIELD RUN ARROW IF MAC OR STUB BLITZES 


K. FLOOD - BUC & WILL BLITZ BACK RUNS ARROW 


"с. FAR SCAT - WILL & BUC 92 со TO X QN S.A. ep uei. 


BEEBE 


SCLAMBLE Руст _ _ _ _ _ > 


X AND Z ROUTES DRAWN FROM LEFT SIDE 
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1 Route 4 3 Route Tne 1 Route is a 4 step speed cut. The 
3 Route is a 6 Step speed cut. The basic 
technique is to drive Straight up field 
and then break outside. On both routes 
we shall Fade vs Cleo and run the 9 Route 
vs Press. 


5 Route The 5 Route has a basic depth of 18 yards 
working back to 9 yards on the sideline. 

Vs Cleo-Fade. Vs Press we shall shorten 

И | | мг TE the depth to 16 yards coming back to the 
вена ಜಂ sideline. 


7 Route (Regular) | The 7 Route is at 12 yards with a jab inside 
and a break to corner. This route is usually 
used by inside receivers. 


1 Route (Post Corner) This is a coverage route which is effective 
vs 2 Deep, an inside Press technique, and 
a man inside technique. If the route is 
called vs any press or man outside technique 
Will shall attempt to Salvage a bad call 


` by coming back cut to a 5 sideline. 
9 Route This 18 both a called route and ап adjustment 


on certain routes vs Press. This route is 
in the Firm Series which means the QB is going 
to throw the ball оп а 5 step drop. 


We shall run a Straight line release for 15 
yards (try to stay outside - but an inside 
release is permissible) if defender is outside 
push up to 17 yards. At this point go throuzh 
defender's outside shoulder and don't look 

for ball until you are up field about 30/35 
yards. The QB will throw you open approximately 
4 yards from the sideline. 


ALTO 80 


2 ROUTE 


4 ROUTE 


A 6-8 Yard hitch. If ball is not thrown on time slide 
to outside. Ball should be thrown to outside shculder. 
Adjustments are the same as the 1 and 3. 


This is basically a sítuation route and we shall try 
to call it when we are expecting an outside technique. 
The basic stem is a straight 3 step drive and then an 
inside slant at 45°. 


NOTE: The Firm 2 Route is the same as the basic 2 
except the stem is a 5 step drive. 


VS CLEO - Come under working up to depth then break 
at 459. 


VS PRESS INSIDE - Start out - swim under to depth 
then break flatter than 45° 
_ running away from defender. 


2 ——  — n ಳ್‌ = — - - oot ಹ Хэ-г. 
--- ~ — es —— -— -- 


Delay to a depth of 7 yards and recognize man or zone 
coverage. If it is zone, hook ín the open area ог sean. 
If man coverage, let defender believe ће is doing a 

good job of covering you, let inside receivers clear 

area and then accelerate away from defender to the inside. 


VS press ог tight man coverage, press upfield immediately 
and to the defenders inside. If you get inside defender, 
run away from him. If defender has tight coverage as you 
break inside, "Juke" back to the outside. 


The basic 4 route has a depth of 17 yards and a width of 
2/3 yards outside the numbers. The 4 route has several 
properties that you must be consistent with based on 
specific coverage, additional calls and awareness of bein: 


=——4in-the -slot-or-outside receiver. ರ , ರಗ, 


VS. Cleo coverage take the fastest upfield release 
normally inside. Push vertical to 17 yards. 


VS. Press you must get the defender іп a trail alignmen- 
while pushing upfield to depth of 15 yards, grecs 
opposite and break across field gaining ground as 
vou go. If defender is in position to take away the 
cross, you have option to come back outside. Run 
away 4 is term we will use. 


VS. Bracket the depth is 17 yards. We will attack tne 
outside defender. ` 


16 


FIRM á 


SLOT ¿ CHOICE 


Ihe depth is 12 yards. Used often on get open 
routes. Similar properties to regular 4, Run away 
4 0 10 yards VS Press 

VS Cleo - 114е basic 4 Route, but at 12 yards. 


See Tight End Section 


SLOT 4 Route becomes middle 8 VS Cover 2 


SLOT 4 


6 ROUTE 


VS. Cover 2 


-learn -when ќо use Post. 6 vs cover 2 which will allow 


А — ಟೂ 


7 "Rim to get “inside “stub backer —in-this adjustment —the == 


16 ARE $ у 
Е x 

' 

' 


The 6 Route has а depth of 18 yards. VS Zone the 
emphasis is on width and depth. You should be 2 yards 
outside the numbers at the breaking point. You should 

be under control as you reach the breaking point because | 
the QB will throw the ball into the hole in the coverage 
and you must be able to adjust to the ball. 


VS Cleo take the fastest release which usually will be 
inside. You must push vertical and wider on your burst 
to get outside of safety. Run route on safety. Z must 


Post 6 breaks at 12 yards, to 3 step post, to flat 6 
break across. NOTE: X will use regular 6 route VS Cleo. 


VS Man drive the defender to the breaking point and come 
across the field hard. Width is not as important as 
being able to get inside the defender at the breaking 
point. 


VS Press get the defender in a trail alignment and use 
good pressure move to lose the defender at 15 yards. 


VS Bracket or Inside technique drive 2 yards, on the 
inside defender, then make a burst to get the defender 
out of backpeddle. Break underneath him. Technique 
is like Post 6. 


FIRM 6 


DIAGONAL 6 


FIRM 8 


8 ROUTE 


GO 


Ihe depth is now 12 yarcs wita all the properties 
regular 6. ; 


This is normally a play pass route. Often used with 
motion. Push vertical for depth of 8-10 yards and 
break across field. Once you start across the field 
gain ground as you go. Do not expect the ball until 
you reach 18-22 yards on the far numbers. 


18/22 


т. 


The depth of this route is 12 yards (7 steps) at the 
breaking point. Widen and give short stick move at 
the outside alignment corner. Stay up fíeld and catch 
ball at 20-22 yards and approximately on the numbers. 


VS CLEO and bracket stay with route up the field. 


VS Inside -lignment you should still drive ас the 
defender, then go over the top íf the inside is taken 
away. 


VS Press coverage we will run a 9 Route. 


Touchdown 8. Explode straight stem to 16 yards (May 

go 16/18 yards to work deeper defender) and break to 

. pear Goal Post. -VS No Free Safety - use field . — 
"7 9 Press - go 9 Route -=` xc E EIS 


We will run a Go Route with a 3 or 4 pattern when we 
feel the defender is over playing the route. 


3 GO - Break your 3 route at 8 yards and read the 
defender. If he jumps the 3 on your initial 
step, then quickly break up inside of him. 

If he chases the 3 from inside, then take three 
hard steps to the outside before breaking upfield 
trying to leave as much sideline for the QB as 
possíble. : 


(Та) 


` + 
4; 


ы 


со 


о У 


4 СО - Make а й move ас 10 yards and read the defender. 


If he jurys the route ав you settle, then 
accelerate past him being ready to avoid contact. 
If he is slow to react, then take a hard step 
towards the QB giving him time to react before 
turning upfield being ready for contact, 
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X AND Z ROUTES DRAWN FROM LEFT SIDE 


ROUTE 1 сан E Ee SL d CLEO - COV. 2 PRESS 
А 
16/22 "i 
— Oh 7/8 ros N 
Y STEP SHEEN | Gk ес. 7 
O Cu 7 О FALE СЕЛ 2. Ó 


Tens — 


ROUTE 3 CLEO - COV. 2 PRESS 
A 
ПА 
6 STEP SPEEDO СЕ ес F 
се 7" Ger YIN 
Товари С. 
CLEO- COV. 2 PRESS 


16/22. 


7 vos 
Ow 5105 СУ e 


ROUTE 7 | CLEO- COV. 2 
2544: 
FINO ELAM рээ үлээн ою = 
I Vs Соо А / ೫೦5 I ve 
< | 
Соу. 7 глад 
7 STEP F78 сек REL У 
BREAK 70 Corny ಓಟ Ger Mim А 
TRAIL 


· CLEO~ COV. 2 
SAIL // MLE 
Vs CUA 


ROUTE “bsr 7 


ತ/೨ STEP POST 


1275 1231೬. ,7 


*o.s. Rec. Соо ХР 
DS exc. Соо a Р 


20 
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INTRODUCTION 


This section has been prepared to emphasize certain individual 
receiving techniques and/or skills which must be stressed to 
insure good work habits and to maximize one's performance. It 
should be noted that there are several areas of competency you 
must master and understand in order to improve upon your 
receiving performance, such аз: И 


Pass Philosophy 
Pass Play Calling and Adjustments 
Routes 
Defensive Coverages 
Alignments and Split Rules 
| , Stance | | ми 
“Executing Proper Routes ----- - " ` шигтгээ претка 
Catching Abilities 
Running With The Ball 


We will emphasize the last four items in the section of your 
Playbook, since the other areas have been discussed in greater 
detail in othe” parts of the book. 


STANCE 


Three Point - Balanced three point stance with the weight 
equally distributed between the down hand and 
feet. The feet should be positioned slightly 
wider than your hips and staggered with a heel 
to toe relationship (this may vary). The down 
arm is just inside the knee of the same leg, 
and placed in line and slightly ahead of your 

£d io sesta ce shoulders. -- The down hand.should-be in a bridge . _______ 
CES position for support and balance. The free arm - - -( - - - - 

should be resting lightly on the knee to thigh 
area. The buttocks are even or slightly higher 
than your shoulders, with the head and eyes up 
and in position to view the defense. The 
shoulders should be squared to insure accurate 
line up - no pointing. 


Two Point - Feet should be staggered with the outside foot 
back. Your body weight should be forward with 
greater emphasis on the ball of the foot, rather 
than your toes. The forward lean should be 
sufficient enough, on the front foot, to cause 
the heel to clear the ground slightly. With 
regard to your back foot, the heel will clear 
the ground more distinctly and used mainly for 


1. PASS 

2, SLIDE PASS 
а m EE 

8.  WAGGLE 
DASH оо 

6. ВООТ 

7. SPRINT (48/49) 


PLAY PASSES -- GENERAL INFORMATION 


There will ђе several types of play passes in our offense. The term used to 
сеѕсгіре them will be primarily to designate the blocking scheme. Our play 
action type passes are: 


This involves a blocking scheme which is exactly the same 
or which closely coincides with the running play we are 
faking. QB pulls up to throw inside the tackles. 


This involves a scheme whereby a faking back is responsible 
for picking up a dog by an inside backer. This allows 
several linemen to coordinate in such a manner tnat tne 
offside rushers — including the outside linebacker -- are 
accounted for. The back not faking inside is responsible 
for the outside linebacker to the playside. 


БЭ — 
— n. << -- ——- 


. NAKED This involves a Scheme Which Closely simulates a counter = 


or an OT toward the TE. The QB makes a great fake to the 
faking back while keying the weakside defensive rusher. 

If the rusher is fooled, the QB rolls wide. If the rusher 
contains, the QB pulls up and gets rid of the ball. On 
tne keeper, the remaining back blocks the weak rusher. The 
QB rolls out to throw to a deeper pattern. 


This involves a scheme whereby a faking back is responsible 
for picking up first inside backer, to outside backer, away 
from call. The linemen coordinate in such a manner that the 
onside rushers — including the outside linebackers are 
accounted for. The back not being faked to has no swing 
pick-up. After the QB fakes to running back he sets up 

and throws inside the tackles. 


This involves a scheme whereby the QB initially sets up 12814 
the protective pocket to lure rushers on an upfield course. T 
QB then breaks toward the called side. A planned pass patter 
is executed in conjunction with this action. 


о 
- 
~ 


.. 


This із а scheme similar to the naked, but offers greater СВ 
protection. The remaining back makes a strong CTR or ride fax: 
and then protects the QB's blind side. The off guard pulis tc 
lead the QB and protect his throwing lane. The remaining 
linemen protect their offside gaps. < 


This involves a scheme where the QB rolls immediately behind 
the offensive tackle or wider and throws frontside. 


PASS RITE 17/16 PASS RIDE 15/17 AWAY 


| FAKE RIDE 17/16 FLEA FLICKER i 
| : | ASS 19/18 ЕХРІОГЕ -BOSS — —PASS -48/19 -EXPLODE AWAY 
—- = PASS CTR 16/17 STRONG 
PASS CTR 17/16 WEAK PASS 35/34 TRAP 
PASS 12 


CI RT 
PASS RIDE 17 
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= "Lu" yep мож 
Ч PASS RIDE 17 


СІ RT ТОМ СІ LEFT ТОМ 
OVERSTACK PASS RIDE 16 AWAY | PASS RIDE 16 AWAY 


1. GOOD FAKE TO BACK 
2. CHECK JILL FOR THROW ТО X OR 
PWR PATTERN QB 3. X & Z N.T. LOOK FOR FAXING 
BACK OR Y. 


VS 3-4 SK STG 


BC  „- .FAKING BACK=FAKE PLAY CALLED, 
A GOOD HARD PLAY FAKE, YOU 
HAVE N.S.P.U. ‘CHECK DOWN IN 


FAKE EAT BLOCK. 


- MIDDLE. 
AREA WITH TACKLE 
Y ON AWAY PASS-BLOCK STUB. 
DRIVE, TAG 
Es BE AGGRESSIVE 
DRIVE, TAG, LOU OR RAY аб сови ВОСКУ УЗ SINK YOUR SDE 
BE AGGRESSIVE | BLOCK WILL. 
AWAY CALL=3LOCK OUTSIDE 
BACKER. 


DRIVE, LOU OR RAY 
BE AGGRESSIVE 


HOOK, LOU OR RAY, TAG 
BE AGGRESSIVE 


HOOK, EAT, TAG BLOCKING VARIATIONS 


OFT BE аль 


PASS RIDE 17/16 806 


we AOL иг Cogo 
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- 5 Boom. 


PASS RIDE 17/16 608 Yo 
pO aa 


«п 


OFT 


LAY FAKE RIDE 16, FLEA FLICKER 


FAKE EAT BLOCK. 
AREA WITH TACKLE 
ON AWAY PASS-BLOCK STUB. 


DRIVE, TAG 
BE AGGRESSIVE 


DRIVE, TAG, LOU OR RAY 
BE AGGRESSIVE | 


DRIVE, LOU OR RAY 
BE AGGRESSIVE 


HOOK, LOU OR RAY, TAG 
BE AGGRESSIVE 


HOOK, EAT, TAG 
BE AGGRESSIVE 
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2” VS 3-4 SK STG 


1. GOOD HANDOFF - DRIFT BACK 
QB SLIGHTLY 
г. KEY JILL 


FAKING BACK - RUN PLAY CALLED 


RUN PLAY TO 1.0.5. TURN AND FLIP) 
BALL BACK TO QB THEN PROTECT. 
GOOD RUN ACTION. 


NOTE: ANY BREAKDOWN IN PROTECTION, -0 МО? 
FLIP BALL TO QB 


RB BLOCKING BACK - BLOCK THE PLAY 
CALLED. DO NOT ALLOW PENETRATION. 


BLOCKING VARIATIONS 
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PASS RIDE 17 FLEA FLICKER 


ееное 


Й FLAY PASS 18 EXPLODE / PASS 13 EXPLCLE AWAY PLAY PASS 19 EXPLODE / PASS 15 ЕХ2:< 


wx 


VS 3-4 SK 


AWAY | AWAY 


l. SPRINT АТ 459 ANGLE. МАКЕ 
GOOD FAKE TO BACK. | 
ОВ 2. CHECK JILL FOR TEROW 79 ЗАС 


OR 2 


РМК DRIVE BLOCK 


FAKING BACK=EXPLODE TO А 5РОТ 
ВС. 3 YDS. BEHIND ТЕ. -FAKE RUNNIN: 


N.S.P.U. 


FAKE AN EAT BLOCK. 
AREA PROTECT WITH TACKLE. 


DRIVE, TAG 


TAKE BEST RELEASE, INSIDE ІР 

RB Ы Ta ^^ 

PG DRIVE, ТАС, LOU OR RAY OUTSIDE TE'S BLOCK, RUN FLAG 
ROUTE. 

N.S.P.U. 


` 


DRIVE, 100 OR RAY 


LOU OR RAY, HOOK, ТАС 


| 7 BLOCKING VARIATIONS 
OFT ТАС, EAT, HOOK | · | 


PASS 19/18 EXPLODE 008 H FLAG O 


ын — 2555. —— —ы—— 408 та 


0800 


G S өле 
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PASS СТЕ 17 STG 


PASS СТЕ 16 STG 


MAKE STRONG COUNTER BLOCKING 
FAKE. PROTECT INSIDE САР (DE 
TO NEAR LB) 

MAKE STRONG COUNTER BLOCKING 
FAKE.  PROTECT INSIDE GAP (NEAR 


LB, DE, DT, MIKE 


MAKE STRONG ` COUNTER BLOCKING 
fae тост с INSIDE GAP (DT, 
1 PG ПКЕ. OFF LB) | 


MAKE STRONG SLIP BLOCK FAKE 
PROTECT OFFSIDE GAP 


PULL, GET SOME DEPTH, AND BLOCK 


STUB 
GET INSIDE AND AREA BLOCK 9 
opt AND #3 DEFENDERS WITH Brock но 


BACK 
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l. GOOD COUNTER РАКЕ TO =x 
QB г. CHECK JILL. GO TO ೫ -R 2 
3. CHECK FAKING BACK AS CUTLE 


— ВС — — FAKING BACK-CTR STEP, CREATE — 


-— — ——-MESH WITH ОВ, OVER THE ТОР. — 
S.P.U. FRANK, N/T SLIP CUT CN 
ARROW ROUTZ. 


RB 
P.U. BUCKSWALL PROTECT WITE 
OFF SIDE TACKLE. ALERT CZ 
CALL. 


BLOCKING VARIATIONS 
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AREA #2 - #3 WITH OFT 


МАКЕ STRONG CTR BLOCKING FAKE 
PROTECT INSIDE GAP 


МАКЕ STRONG СТЕ BLOCKING FAKE 
РС PROTECT INSIDE GAP 


МАХЕ STRONG SLIP BLOCKING FAKE 
PROTECT OFFSIDE GAP 


PULL, GET SOME DEPTH, BLOCK 
OFC ist DEFENDER PAST TACKLE'S 
BLOCK VS AN L LOOK BLOCK 

‚ OUTSIDE DEFENDER 


OFT AREA й 2 - # 3 WITH Y | 


VS 154 

L 3 | R 
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BE j АТ 


че VS 3-4 SX STG 


1, GOOD COUNTER FAKE TC ЗАСК 


QB 2. ALERT PATTERN OF ВАС: 


FAKING BACK=CTR STEP, СЕТАТЕ 


BC GOOD MESH WITH QB, OVER THE _ 


TOP FAKE S.P.U. BUCK 


RB STEP АТ DE, DON'T GET 1:22 UF 


ON HIM. 

RUN ROUTE CALLED. > YOU БАЗЕ 
FREE RELEASE 

POST 

FLAG 

ARROW 


BLOCKING VARIATIONS 
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VS 3-4 SK STT 


1. FAKE TO BACK. DROP BACK 4 
O BACK 


THROW T 
PWR PATTERN QB 2. USED AS AUDIBLE VS 2 ಬರ್ನ್‌ 


FAKING BACK=EXPLODE ТО OUTSIDE 
LEG OF P.S. GUARD, RELEASE OUT 


ಇ SIDE SHOULDER ОР МАС. ТОЛУ ТО? 


‚ BALL AS YOU CLEAR LB'ER, 
RUN GOOD UP ROUTE. LET ಆ ТЕРІ; 
DRIVE BLOCK YOU INTO MIDDLE. IF SILL STAYS 
IN CENTER FIELD PULL UP OX 
HOOK ROUTE. 


DRIVE BLOCK DE, VS. STACK, 
PT GAP BLOCK 


DRIVE BLOCK 07,15. 3-4 LOOK, S.P.U. BUCK=STEP WITH NEAR 2027 
PG САР BLOCK TO OFF INSIDE LB TO DE, КЕЕР EYES ON BUCK 72 
SHOW RUN ACTION. 


GAP BLOCK 


PULL AND TRAP 15Т INSIDE LB 


оға 


BLOCKING VARIATIONS 
OFT BLOCK DE 
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SLIDE PASS 
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16/17 (TO X) 
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1. GOOD FAKE TO BACK. 
QB 2. P.S.L. AT CORNERS & THEN 


TAKE X OR 2 


ВС FAKING -BACK=FK 1b/15-S.P.U. — 
=. MACK, N/T RUN CHECK ROUTE 


DRIVE BLOCK 


DRIVE BLOCK. IF UNCOVERED MAKE 
GREAT SLIP FAKE AND PROTECT 
INSIDE GAP 


COVERED MARE GREAT SLIP BLOCKING| ав 
FAKE AND PROTECT INSIDE GAP N.S.P.U. YOU HAVE FREE RZLDLAS 
RUN ROUTE CALLED. 


MAKE GREAT SLIP BLOCKING FAKE 
AND PROTECT OFFSIDE GAP 


MAKE GREAT SLIP BLOCKING FAKE 
AND PROTECT OUTSIDE GAP 


MAKE GREAT SLIP BLOCKING FAKE BLOCKING VARIATIONS 
OFT AND PROTECT OUTSIDE GAP | 
| : | 
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SLIDE PASS 14/15 НІТСН (F-UP) 1 


“7 до FS 


M PATTERN 


MAKE DRIVE BLOCK FAKE. BLOCK 
DE (ALERT-PHILLIE CALL) 


MAKE DRIVE.: BLOCKING FAKE. 
| BLOCK DT T - PHILLIE, 
л PG VIXING CALLS : 


EVEN DEFENSE-COWBOY OR REDSKIN 
с ODD DEFENSE-PHILLIE, VIKING FRISCO 


PROTECT OUTSIDE GAP 
Be. ALERT FOR REDSKIN CALL 


PROTECT OUTSIDE GAP ON A REDSKIN 
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CAT, 
OFT КАЛД ПЕР ನಾಗಾ ON A COWROY CALL | 
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VS 3-4 C-RAS- 
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VS 3-4 SK STG 


GOOD FAKE ТО BACK 
MAN COVERAGE ALERT ВЕСЕТУЕ 
ZONE COVERAGE ALERT CECA 


„го 


QB 


= =. FAKING BACK=FAKE PLAY CALLED | 

— 80 —  S:P.U-18T “INSIDE BACKER TO — 
CALLED SIDE RUN CHECK ROUTE IF 
NO DOG. | 


ALERT SINK RULE 


S.P.U. IST OUTSIDE ВАСКЕК ТЭ 
CALLED SIDE, N/T RUN ARRCW 
ROUTE 


ALERT TO BLACK FRANK Ir 52 
IS COMING. 
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SLIDE PASS 16/17 949 


FAKE A DRIVE BLOCK 
BLOCK DE (ALERT FOR PHILLIF CALL) 


FAKE A DRIVE BLOCK 
BLOCK DT T FOR PHILLIE & 
4 PG VIKING CALLS | 


МАКЕ ALL NECESSARY CALLS VS. EVEN 
DEF (COWBOY OR REDSKIN) VS. ODD 
С DEF (PHILLIE, VIKING OR FRISCO) 


BLOCK OUSIDE GAP 
BE ALERT FOR REDSKIN CALL 


BLOCK DE ON COWBOY CALL ON ALL 
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1. GOOD FAKE TO BACK 
2. MAN COVERAGE ALERT RECEIVER: 
QB 3. ZONE COVERAGE ALERT СЕРСКОО: 


вс - FAKING BACK=FK PLAY CALLED. 


S.P.U. -1ST INSIDE BACKER TO С 
CALLED SIDE. - 
RUN CHECK ROUTE IF NO DOG 


ALERT SINK RULE 


RB S.P.U. 1ST OUTSIDE BACKER 22 


CALLED SIDE, N/T RUN ARROW 
ROUTE ` 
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PATTERN 


PULL AND BLOCK FIRST FREE 
DEFENDER INSIDE OR OUTSIDE 
GUARD'S BLOCK 


PULL AND BLOCK FIRST DEFENDER 
PAST TACKLE'S BLOCK 


BLOCK AS IN CTR 16 AND 17 


ALLOW YOUR MAN TO SLIP INSIDE. 
THEN SLIDE OUT TO PEEL BACK OR 
LFAD QB. 


BLOCK INSIDE GAP ` 


E T.T | 
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PLAY PASS CTR 16 NAKED LETT 


1. GOOD COUNTER FAKE 
2. ALERT FOR BACK IN FAT, Y 


FAKING BACKeCTR STEP, БАСЕ 
MESE WITH 48. S.P.U. M.D.M 
BACKSIDE GOOD FAKE. 


JET TO POSITION ТО FAINT А BL 
RS ON BUCK. SLIGHT PAUSE, FLAS 
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WAGGLE 


WAGGLE RT/LT 


WAGGLE LT/RT (TOWARD X) 


- — —— — - 
—— — .. — ~ 


೨.೩ ಜಃ ект oy те: P AY ...~_> ಅ - 31327 =, -- 


VS 3-5 CRAS 
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1. QUICK FAKE TO BACK 
QB 2. SET UP BEHIND OT 


FAKING BACK=FLOW AWAY FRCM CALL 


-BC - -—SIDE, YOU HAVE А DOUBLE RESPONS 
INSIDE TO OUTSIDE BACKER AWAY 
FROM CALLED SIDE. 


Y PATTERN 


HOOK BLOCK DE 
VS 3-4 SINK BLOCK OUTSIDE ІВ 


PT 
BOOS BROCK DD AV ಜು Nis HOOK FLOW AWAY FROM CALLED 5125 
1 PG VS 3-4 PULL TO 1ST OUTSIDE LB RB YOU HAVE A FREE RELEASE N.S.P.’ 
| RUN ROUTE CALLED OR ROUTE 
HOOK MAN ON DETERMINED BY GAME PLAN 
: VS EVEN DEF-PULL TO 1ST OUTSIDE 
LB 


HOOK DT (VS 3-೬ SINK HOOK DE) 
ys 3-4 LOOK PULL TO 1ST INSIDE 


BLOCK DE (VS 3- SINK BLOCK BLOCKING VARIATIONS 


OFT anrmerne то) | 


1 
CIEE оби O 


СЪ, оараос | 


ОООО ne “© 
й N 


1 WAGGLE LT/RT 212 F-ARROW зан 


à 


OFT 


HOOK BLOCK DE 
VS. 3-5 SINK BLOCK OUTSIDE LB 


Е K BLOCK DT. (VS 3-೬ SINK, HOOK 
VS 3-4 PULL TO 1ST OUTSIDE LB 


HOOK MAN ON 
МЕ EVEN DEF-PULL ТО 15Т OUTSIDE 


HOOK DT. (VS 3-4 SINK HOOK DE) 
VS 3-4 LOOK PULL TO 1ST INSIDE 
LB 


BLOCK DE (VS 3-4 SINK BLOCK 


OUTSIDE LB) . | 


ДО EE ес 1 am m р 
೫೩೨೦೦೭೭ we Law X. 


70 VS 3-4 SK STG 


1. QUICK FAKE TO BACK 
2. SET UP BEHIND OT 


ВС = FAKING -BACKzFLOW .AWAY .FROM CALI 
зола, YOU HAVE А DOUBLE RESPONSE 


INSIDE TO OUTSIDE BACKER АХАҮ 
FROM CALLED SIDE. ` 

NOTE=AT TIMES YOU WILL HAVE 
CK DOWN ROUTE BY GAME PLAN 


FLOW AWAY FROM CALLED SIDE 


IOU HAVE A FREE RELEASE, 
N.S.P.U. ы 

RUN ROUTE CALLED, OR ROUTE 
DETERMINED ВУ GAME PLAN 


RB 


BLOCKING VARIATIONS 


28 


| сом 2. 
об. NO 2д 1 


о А | 
( м вест 3 72 f 
d 4667 


( ` 


боров 
Ge 6 srt» 52462 207 


WAGGLE LT/RT 233 F-UP а ий 


S STEP- яж» 2 


'ообоо 


"LE ду». БР 2. 


WAGGLE LT/RT 226 F-SHOOT m d 


DASH 
DASH RT/LT _ e 
DASH LT/RT WEAK 


PLAY DASH RISET WEAK PROTECTION PLAY CASA LEFT «ЗАХ 252122112: 


OVERSTACK SK 5 


1. 5 STEP DROP - GUN - 3 STE 
PWR PATTERN QB 2. DASH TO NUMBERS 


па AWAY DASE=S.P.U. STUB ОК 
- 92221 WITH OFFSIDE -TACX 
SET INSID 


BE 
. ROLLING AWAY Y FROM YOUR 522 


ТОН ASSIGNMENTS. 
DEFENDER. YS sut CHECK LB BACK TO DASExS.P.U. BUCK SACK: 
Ён хасаг IN FRONT OF RB PIN HIM WHEN POSSIBLE. ҮДЕ 

- QB WILL ВЕ ROLLING OUT YCR 5: 


FIRM PROTECTION ASSIGNMENTS. HOOK ಇ 
AND BULL. то ТР ВОТЕОТ IN PRONT OF АНЬ Р N DE WI я от. ET 55 
IF TACKLE IS ENGAGED WITE DE. 


QB. 

FIRM PROTECTION ASSIGNMENTS. HOOK 
DEFENDER. IF UNCOVERED CHECK LB 
AND PULL TO FRONT SIDE. 


| 28 
ци 


FIRM PROTECTION ASSIGNMENTS. HOOK | BLOCKING VARIATIONS 
OFT DEFENDER OR DRIVE HIM DEEP 


———— 


PASS В 16 AWAY ВООТ LT 


PASS CTR 17 WK BOOT ЕТ 


PASS СТЕ 16 BOOT LT 


к] 


22/25 D 
а) v [2i Ke P Зогс 
| ис Сиво of | is i 
C | Р : 9/16 : 
и Dow r ಲಯ do 1 M 
ша O Y^ 
сеен єз ಟಿ 
О 
“--- 
+ xA, 
о ಬು 
3೪7೮೨5 РАЗН БЕРТ (BASIC) 
ಮ್‌ ನಾ 
TAKE OFF | 
IS vos 
оспоо с 
ಈ 
Ox Q 
i DASH LEFT (VARIATION) X-TAX 
4 


Со то PL 13/೩೦ 


HASH 


о оопоо 


DASH LEFT (VARIATION) 2-7 


О ೨೫೫ 838 ” С 
ы. 2 O з ас шаг 


PLAY PASS СТА 17, BOOT RIGHT PLAY PASS R16 AWAY, 3007 2200 


| J 
TREY LT JET | CI RT 
PASS CTR 17 | PASS R16 AWAY 
` BOOT RIGHT BOOT LEFT VS 3-4 
L J R 


CI RT 
—— PASS R16 AWAY 
BOOT LEFT VS 3-4 CRA 
L E R 
| | я P 
| ಕೆ 


CI RT 
PASS R16 AWAY 
BOOT LEFT 


1. EXCELLENT RUN FAKE 
QB 2. BOOT TO SIDE CALLED 


PASS CTR 17 
OVERSTACK BOOT RIGHT 


VS 3-4 SX STL 


PWR PATTERN 


CTR STEP TO PLAY CALLED. MAKE 
po GOOD RUN FAKE, PROTECT QB's BACK S 
тэгс ALLOW NO ONE TO CROSS YOUR FACE.—- 
N/T DRIFT OUT TO MEDIUM AREA TURN 
TO QB FOR DUMP OFF. 


MAKE STRONG SLIP BLOCK FAKE. 
PROTECT INSIDE GAP 


MAKE STRONG SLIP BLOCK FAKE. 
PROTECT INSIDE GAP 


RUN ARROW ROUTE TO CALLED SIDE. 

RB FLASH BLOCK LB OR DE TO DELAY YOUR 
ARROW ROUTE. THIS WILL ALLOW YOUR 
QB TIME TO MAKE THROW BEFORE YOU 
GET TOO WIDE 


MAKE STRONG SLIP BLOCK FAKE. 
PROTECT OFFSIDE GAP (VS 5-4 CHECK 
С INSIDE MOVE OF DEF END) 


PULL-ON 3rd STEP ROLL TO DEPTH 
org OF 4 YARDS. BLOCK lst DEFENDER 
OUTSIDE PT's BLOCK 


VS 3-4 CONTROL OUTSIDE HALF OF DEF BLOCKING VARIATIONS 
OFT END TO STUB. OFF GUARD COVERED 
ONTROL INSIDE GAP TO DEF. END TO 


že 55, | 


5/10 І 
Sy ЛАНИ ^ нэг Ж Piva Мос Ф і 1. == 
2/1 ಎಂ.. * 2: =- | 
< ~ 


| Bik mann dT 
дом у месом) 2.4 


(Фихд - ಟ್‌ 
нена . 
PASS RIDE 16 AWAY BOOT LT O di MIAMI / CI RT 


PASS CTR 17 WK BOOT RT 


PASS СТЕ 16 BOOT LT 


OFG 


| OFT 


PLAY SPRINT LT (49) 


PLAY SPRINT RT (48) 


S 5-5 SK ST 
1. lst STEP STRAIGHT BACK 
QB 2. ROLL TO SIDE OF PATTERN 
ALERT FOR Z N/T GO TO Y 


BACK TO SIDE OF SPRINT - BLOCK 


— = —=Bc—-=STUB ОН -LOOK “AGGRESSIVE, N/T 


FRONTSIDE GAP, ON, PEEL 
TO OFFSIDE (C.P. FAN CALL) 


FRONTSIDE GAP, ON, PEEL 
TO OFFSIDE (C.P. FAN CALL) 


FRONTSIDE GAP, ON, PEEL 
TO OFFSIDE 


HINGE 


тм 


| 


Š TURN AND PIN BLOCK WITH O.T. · 
NOTE - QB IS SPRINTING OUT TO 
YOUR SIDE. | 


RB BLOCK BUCK OR LOOK BACK SIZE. 
USE SWAGGLE TECHNIQUE. 
NOTE - QB IS SPRINTING AWAY 
FROM YOU. " 


ROUTE - WILL ВЕ BY САМЕ PLAN 


~ 


BLOCKING VARIATIONS FAN CALL - USED 
VS 4-3 OVER ON VERY DIFFICULT STUB L: 


за» SPRINT LEFT (49) 


MUT. 
О ТУ г. 


VS UNDER 


| Е б ор 
й 


| 1 "wl s = в, 
| о 24 
೨/6. 


VS 83 STKL —— 


Orr 


Mes | SCREENS 

FLARE SCREEN MECHANICS 
READ SCREEN MECHANICS 
FLARE SCREEN LT/RT TO H 


FLARE SCREEN RT/LT TO F 


АЕ. = es LILLY /ROSE -—(TONARD X) = ಎ. ща 
ROSE/LILLY (TOWARD TE) 
MIDDLE SCREEN 
FAKE CTR 16/17 SCREEN TO F 


FLARE SCREEN MECHANICS 


Їр: «QUARTERBACK ences за нав» байар ಭಾವ 


1, To call a screen, call first the pass Series that 
directly relates to the type of screen че want to 
PUN: 


a. The series call will define all blocking 
assignments and direct the backs. 


b. Example: Flare - Flood 


2. Secondly, call the RB's position name. 
(The receiver - FB or "18 


3. ТЕ a route is going to be used, it is called third. 
gl Screen alerting mveryone-to-ádd-screen-essignments— 
to the protection called. 
a. Example: Flare - FB -.Screen 
5. The final call is the direction of the screen. 


a. Example: Flare - FB - Screen - Right 


II. PROTECTION AND BLOCKING FOR SCREEN 


1. The Series call directs all assignments. They do not 
change when moved into the screen game. 


2. If the series dictates an S.P.U. assignment on a LB'er, 
carry out that assignment before running the screen. 


3, If a LB'er dogs and you have S.P.U. assignment on hin, 
- take him on--.—then release into-the screen; Don't ~~ 
| Carry out your screen course as far now. 


4. If you go to release and can't get out, check down. 


5. If you are the back being screened, set up inside and 
read the P.G. He's going on 7 count. Release attempting 
to stay just behind him as he 15 going to block force. 
Try to release under the P.T. 


6. If onside in a screen, but not being screened to, run 
an INSIDE flare and keep going. 
Example: Flood - FB Screen. 


Aie 


If we don't want the RB to sit inside and read the guard, 

the QB will call a specific flare route. Run the flare as ' 
you would ín the regular passing game, turning the flare 

into a screen technique. 


a, When backside of a flare series screen, run a fast base 
flare and be alert for a lay off. 


Make a Go Call as soon as the QB releases the pass and work 
back away from 1..0.5. to make catch. 


III. RECEIVERS 


1. 


Onsíde Wide Receíver, release and push the corner deep. Come 
under control and block corner when he settles. 


VS Cleo outside release to widen corner .and then work back = = _ _ 


- — — —— ә. —À ———---—- 


С тг 27 inside tó block safety, I 


2: 


3. 


4. 


Iv. pae AND BLOCKING FOR SCREEN, 


Offside Wide Receiver, release inside and push the corner 
deep with inside leverage, come under control and block corner 
when he settles. 


VS Cleo inside release and work for position to block safety. 


Tight End When Onside, release inside push up field and wall 
off Mac vs Cover 2, Adjust to Jill vs middle safety or if un- 
unable to wall off Mac. If you read man to man pass defense 
run an 8-10 yard 3 route. 


Tight End When Offside, release inside push up field and look 
outside for Frank vs Cover 4 and Stub vs Cover 2, Block 


defensive man in backside cutback lane. 
VS man to man, run an 8-10 yard 3 route. 


Playside Tackle - Set to invite зогс end inside. Set deep 


enough to allow screening linemen to clear along 
1.0.5. Cut defensive end if he clears outside. 


Playside Guard - Flare protect for 7 counts. Release and arc 


block lst defender to force from outside. 


Center - Flare protect for 7 counts (favor an orange or 


yellow call opposite the playside vs. a 30 defense). 
Release and block lst defender to force from inside. 


` 


Off Guard - Flare -rotect for 7 counts. Release and check your 


own backfield for pursuit by the playside defensive 
end. Turn up-field as personal escort to receiver. 


+ | ` 


Off Tackle - Flare protect. 


ali basic Screens will be tcnrowm with а 2.4 second regular 2 


233 
protection, before the Screen men release. This protection is 


ДА vital because the QB is working downfield before he elects ве 
< Screen. 


š 


QB: 
Drop Back Action. . . . Set quickly at 5 steps. Read 
defensive man who can stop pattern 
КЕ х ue ЕНИЕ E called. Upon his reaction, either 
go to pattern or screen. 
1. ТЕ he drops to cover pattern, 
go to screen back. 
2. If he stays flat to cover 
screen, go to pattern, 
3. If he dogs, go to screen back 
Е Y ಜ್‌ [ಚೊ immediately. сон йн 
Зэв NES ЕД ,—Read Pattern +o “ite -completion 
Screening Back. . . . .N.S.P.U. You are hot. 
Take 6 to 7 quick steps to side of 
screen. VS 34 Def. both backers 
come to side of screen yell Hot. 
Be alert for pass. VS 40 Front 
Hot on O.L.B., turn and face QB 
as best as possible. 
Remaining Back. . . . .1. S.P.U. Base 
Receivers. . . . . . .1. Run pattern called. 
P.S, Tackle. . . . . .1. Scot or Scat Pass Pro, working defensive 
man to inside. C.P. - incorporate a 
delayed cut block. 
Offside Tackle . . . . .1. Scot or Scat protection 


пана Center P:S. Guard п. | Fer ಪ್‌ Е a Eee m 
01151486 очага ағыт Scot or Scat protection for 3 or 5 counts 
Two free blockers release and block in 
front of play. First man released, block 
force on a 3 count. Second man releasing 


block fill on a 5 count. 


2. VS 30 - one of the guards stays with 
nose. Center and other guard release. 


2, VS 40 - center release first оп 3 counts 
Playside guard release late, 5 counts. 


“n 


OVERSTACK 


1. TAKE 7 STEP DROP, PAUSE, CONTINUE 
DROP TO THROW. 
QB 2. Ди руна IN WAY, МОУЕ ТО SIDE 
3 ° AT юм v^ мА JN e [wy 4 


LLLEASE AND PUSH CORNER DEEP. 
PWR BLOCK 


RELEASE AND PUSH CORNER DEEP. HB-SET UP INSIDE OT'S BLOCK 
22 BLOCK_ МИ 280. . -5.Р./. YOUR FLARE ASSIGNMENT, ЇЕ. 


= т НЕ DOGS, STOP HIS CHARGE, THEN 


TUB OR OUTSIDE. “ys Mad PLOCK Wh A ೩... то RELEAS 
Е 
8-10 YD 3 ROUTE BEFORE YOU GO. THIS IS A 3 
COUNT SCREEN. 
ALERT POSSIBLE CK DOWN. 


SET ASROFDING 5-8 уђе POSITION OF DE 
AT DEPTH О CREATE A 
3 BARK CUT IF 


POSSIBLE. 


YELLOW W CALL FOR ЧЕ У 00 ARE RB 

S.P.U. YOUR FLARE ASSIGNMENT. 
ТНЕ MAN SCREEN. BLOCK 
FORC ғ = 5 NO DOG CK BASE. 
с ЕЛГЕН FOR 7 (ORANGE OR 
YELLOW 


7 COUNTS. YOU 
C ARE TEE РЕ MAN IN SCREEN. BLOCK 


OUTSIDE-IN. 
FLARE W carts} POR ( ? 
# 


RANGE OR 
COUNTS. YOU 
SCREEN. 


BLOCKING VARIATIONS 


FLARE PROTECTION. 


«3 


- - ^^ ач mew - Зөв 


ка 
ಅಂಗ್‌ 512221 ¿XZ ow x 


RELEASE AND PUSH CORNER DEEP. 
PWR BLOCK 


RELEASE AND PUSH CORNER DEEP. 
BLOCK. 


=== RELEASE QUISIDE.- VS ZONE-BLOCK 
— MAC OR JILL. VS MAN-RUN 8-10 


Y YD 3 ROUTE. 


SET ACCORDING 20,20 POSITION ОҒ DE 
AT DEPTH OF 5- CREATE A 
LANE FOR RELEASING АДСКИ CUT ЇЕ 


POSSIBLE. 
FLARE PROTECTION. (ORANGE OR 
YELLOW CALLS) FOR 7 COUNTS. YOU 
PG ARE THE #1 MAN IN SCREEN. 
BLOCK FORCE. 
FLARE PROTECTION (ORANGE OR 
YELLOW CALLS-TO HELP SCREEN 
ë WHEN POSSIBLE) FOR 7 COUNTS. 
YOU ARF THE #2 MAN IN SCREEN. 


BLOCK CUTSIDE IN. | 
FLARE PROTECTION (ORANGE OR 

ОЕС YELLOW CALLS) FOR 7 COUNTS. YOU 
ARE THE #3 MAN IN SCREEN. 
PERSONAL PROTECTOR 


OFT FLARE PROTECTION 


Orange 
Cail 


о 


Orange 
Call 


Orange 
Call 


ES SK STG 


1, TAKE 7 STEP DROP. PAUSE, 


CONTINUE DROP TO THROW. 

QB 2. IF DEFENDER IN WAY, МОУ: ТО 
SIDE OF SCREEN. 

3. ALERT FOR Y IF MAN. 


BC FB=SET UP INSIDE OT'S BLOCK. 
S.P.U. YOUR ASSIGNMENT IF EZ 202 
STOP HIS CHARGE THEN SLIP INTO 

SCREEN. ALLOW A LINEMAN ТО 
RELEASE BEFORE YOU GO. TEZIS 25 
A 3 COUNT SCREEN. 


ALERT FOR POSSIBLE CK DOWN. 


S.P.U. YOUR FLARE ASSIGNMENT. 


NO DOG. 
CK BASE. 


BLOCKING VARIATIONS 


me са 


PLAY ROSE PROTECTION (TO X) ಕಾ! LILLY PROTECTION (TO X, 


neg 


Yellow Call 


зове 


ко зано обо 


Yellow Call | VS 3-4 CRASH 


——U N 


ó 


r` | 
Frisco Call VS 3-4 SK STS 


Frisco Call 
1. TAKE 5 STEP DROP. 
г. READ PATTERN ТО 115 COMPLETION. 
QB . THROW DOWNFIELD IF POSSIBLE. 
. ALERT SCREEN BACK IS HOT IF 2 
ВАС 
SCREEN BACK=SPRINT TO SCREEN i p 
| TURN TO FACE QB. GIVE HIM YOUR 9 
„ве З) YOU SHOULD ВЕ 5 YDS. DEEP, 100 АУ 
FREE RELEASE S. 34 DEF: 


OVERSTACK 


BOTH ВАС й 

HOT. VS 43 DEF: STUB COMES YELL 
OT. (1) BALL ON NEAR HASH +2 

2) BALL IN MIDDLE: TOP OF # 

3) BALL ON FAR HASH -2. 

ALERT«RETRACE VS TITE MAN COVERAGE 

BLOCK MAN ON-USE SCREEN TECHNIQ 

UNCOVERED-DBL READ BLITZER ТО 


OUTSIDE RUSHER. 


S.P.U. OUTSIDE BACKER, NO DOG 
RUN BASE. š 


OUNTS TO BLOCK CONTAIN. 


BLOCK MAN ON. RELEASE IN ೬ COUNTS 

SEAL . UNCOVERED-DBL READ BLITZER 
TO OUTSIDE RUSHER. RELEASE IN 3 

C COUNTS TO BLOCK CONTAIN 


BLOCK DEF TACKLE. 
VS 3-h ORANGE OR YELLOW CALL 


BLOCKING VARIATIONS 
BLOCK DEF END. ! ja 


OFT ADANAN AD МСТТ/МЛ CATT 


(8. 


~ = + - o 9 -.. - a --- 
`. - 
*^ А а. * s: ಇರೆ <= ಗಮ್‌ 9 ~ 2.4 ee аа 


шал 
$5 / M | 
О 


got 
О 


д 


Yellow Call” 


---15 3-6 СААН 


Yellow Call 


1. 5 ӨТЕР DROP. 

2. READ PATTERN TO ITS COMPLETION. 
3. THROW DOWNFIELD IF POSSI SLE. 

1. SCREEN BACK IS HOT IF 2 BACKERS 


BLITZ. = pd у 


PIR PATTERN ын 


BC SCREEN BACK=SPRINT TO SCREEN AREA= 
TURN TO FACE QB. GiVE HIM YOUR #. 
| YOU SHOULD BE 5 YDS DEEP, YOU ZAVE 
-—- FREE RELEASE N.S.P.U.-VS 35 DEF :— 
BOTH BACKERS COME РЕДУ SIDE YELL 
нот MON 43 DEF: STUB COMES УІІ 
1) BALL ON NzAR HASH +2 
2 BALL IN MIDDLE: ಜಟೆ OF # 


BLOCK MAN ON-USE SCREEN 3) BALL ON FAR HASH 

TECHNIQUES. UNCOVERED-DBL READ ALERT-RETRACE VS ТІТЕ МАМ 

BLITZER TO OUTSIDE RUSHER. COVERAGE. | 

BLOCK MAN ON. RELEASE IN 4 COUNTS- 

SEAL. UNCOVERED-DBL READ ВІЇ RB 5.Р.У. OUTSIDE BACKER, NO DOG | 
PG ТО OUTSIDE RUSHER. RELEASE IN 3 RUN BASE. 


COUNTS TO BLOCK CONTAIN. 


BLOCK MAN ON. RELEASE IN L COUNTS 
SEAL. UNCOVERED-DBL READ BLITZER 
TO OUTSIDE RUSEZR. RELEASE IN 3 


НИ тн идэн 


BLOCK DEF TACKLE. 


೦೯೦ VS. 3-4 ORANGE OR YELLOW CALL. 


BLOCKING VARIATIONS 


BLOCK DEP END. 
OFT С.Р. ORANGE OR YELLOW CALL. | 


MIDDLE SCREEN RIGHT/LEFT LEFT/RIGHT 


сеус/ссела 


| Mm AA 
soros | oily 
к wr 
• ж» в ಆಂ 


Wore 


Fa acoces M бога 


>» 
сэ 


-; ~ 


ЭЁМАТ IONS: 


TIGHT 
END 


 PLAYSIDE 


TACKLE 


PLAYSIDE 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 


BACK 


SPLIT END 


X 


FLANKER 
г 


SPLIT/FAR/4 WR's SPLITS: 


REGULAR = SCREEN TO CALL. OUTSIDE RELEASE. ZONE/CLEAR; МАМ/10 YD 
SIDELINE; BLITZ/5 YD OUT; REGULAR - SCREEN AWAY FROM Y 
CHECK MAN OVER (AREA) TO OUTSIDE RELEASE - CLEAR 


3-4 FAN TO STUB / NT STAY WITH DE UPFIELD 
4-5 STAY WITH DE UPFIELD | 
REDUCE - STAY WITH OUTSIDE MAN UPFIELD 


3-4 FAN TO DE/NT AREA STUB STUNT/NT LEAD ON MIKE ON "GO" CALL 


4-5 SET DT OUTSIDE STAY ТО "GO" CALL - LEAD UPFIELD 
REDUCE - SAME AS 4-3 


мен ನ - — — — — — це Рика 
- | M — —. ———. 


COVERED BRING UPFIELD AND TRY ТО LOSE OPPOSITE SCREEN/LEAD UPFIELD 
ON "GO" CALL 


UNCOVER SET TO BLOCK LB OVER NT - HELP TO CALL SIDE/LEAD UPFIELD 
ON "GO" CALL 


ALL DEFENSES BLOCK FLARE/NT LEAD UPFIELD ON "GO" CALL 


ALL DEFENSES BLOCK FLARE/NT LEAD UPFIELD ON "GO" CALL 


BLITZ - HIT SIGHT ADJUST 
MAN - HIT COVERAGE CONTROL MAN ON 10 YARD OUT 


ZONE - AFTER FLARE SET/DRIFT - HIT SCREEN 


4-3 BLOCK STUB - NT - HELP BLOCK ON ANY LEAK - SET SCREEN AT 3/31 YARIS 
IN ALLEY/GIVE "GO" CALL ON RELEASE OF BALL 3-4 BLOCK MIKE - LOSE OUTSIDE 
(SCREEN "GO" CALL) REDUCE - BLOCK BUBBLE BACKER - LOSE OUTSIDE 

(SCREEN "GO" CALL) 


BLOCK FLARE - RELEASE OUTSIDE TO CLEAR WHEN YOU ARE ALIGNED IN À 
WIDE POSITION, YOU TAKE ON PROPERTIES OF X OR OR 2 š 


MÀ 


RELEASE OUTSIDE TO CLEAR - INSIDE RECEIVER ON ANY 2 "WIDES" ONE SIDE. 
ZONE/CLEAR: МАМ/10 YDS. SIDELINE; BLITZ/5 YARDS OUT 


SAME AS X 


FAKE POST PATTERN 
PWR BLOCK JILL 


FAKE POST PATTERN 
-- OWR BLOCK CORNER 22020122 + 


FIRST STEP OF CTR BLOCK SECURE 
DE. RELEASE LATE TO WALL LB 


м 


BLOCK CTR 16/17 FOR 3 COUNTS 
YOU ARE #3 IN SCREEN , PERSONAL 
- РТ ESCORT 


BLOCK СТЕ 16/17 FOR 3 COUNTS 
PG YOU ARE #2 IN SCREEN, WALL 

BLOCKER 
BLOCK CTR 16/17 FOR 3 COUNTS 


BE SURE TO CONTROL END ТО INSIDE 
YOU ARE #1 IN SCREEN, KICKOUT 
BLOCKER 


OFG PULL AND LOG STUB. BE AGGRESSIVE 


| ВС -——— FAKING BACK=CTR STEP CREATE МЕЗЕ 


PLA! ГК STR 19 ೨೦೨22 те т 


ow 


` VS 3-4 SK STG 


1. GOOD COUNTER FAKE TO BACK 
š дя BACK & HIT SCREEVING 


WITH QB, OVER THE ТОР. 
S.P.U. FRANK, N/T. CHECK ВАЗІ 


JET MOVEMENT-S.P.U. BUCK 
RB SLIP OUT INTO SCREEN 

THIS IS A.3 COUNT SCREEN. 

ALL FLARE SCREEN TECHNIQUES 

APPLY. 


BLOCKING VARIATIONS 


— [s Ə,4x4— А а о .— ದಂ 


SPECIAL SITUATION 


MAX FIRM 787 

CUES 787 H READ 
MAX FIRM 872 

CUBS 872 H READ 
FLARE 226 Y CROSS 
CUBS 726 H CROSS 


CUBS 627 Y CROSS 


ಹಾ ಟಾ am, 


QUICK 282 ARROW 

MAX FIRM 989 

SPRINT RIGHT 275 

SCOT Y GET OPEN 

CUBS 322 H UP 

SCOT 372 GO F SHOOT 

PASS CTR 16/17 NAKED LT/RT 926 


AUDIBLE 92 


SERIES & PROTECTION “АА ТЇКМ PATTERN 00787 | SWING CONTROL 


€—— L]... u 


AUDIBLE 


FORMATION SPLIT RIGHT OVER 


COVER 1 FREE — 


COVER Q RLTTZ 


SEPTES , PROTECTION CUBS Е: 0087 54156 205756: H READ 


om ome 


‘ATION | SPLIT ೩೭೦೫7 | 


i PRES 


COVER B СЕО 


COVER 7 


‘COVER 9 COVER: 22222 


SERIES & PROTECTION | МАХ FIRM pattern 8720 бутпосо солар 


AUDIBLE 


FORMATION SPLIT RIGHT OVER 


Ес ES 2 
Seay : 
$ 
оошоос« 


© 


o © 


COVER 7 


трева ತರೇಕ್‌ CUBS ೨೩772೨); 872 Src ана 
... ww... ДМ ap 


1292225 


ATION | SPLIT PICHI 


“а 


COVER 1 FREES 


COVER 7 


Cn 


SERTES 8 РРОТЕСТТОМ FLARE PATTERN 226 Y CROSS л CONTROL 
AUDIBLE 


FORMATION SPLIT RIGHT OVER 


^ 
| @ | 9 . 


———-—COVER 1 FREE 


Ld 
=. en. ше - 


“ом 
| одгоо 
© 


5 g 


ғеатт а ЪТтТтТт7? 


5ЕК-55 8 PROTECTION 


PATTERN 


AUDIBLE 


IRMATION GUN DU 


EL RIGHT 


22 ZONE 


726 


mo SOS 


=== ರಮ ಮಮ 


11 THIEF 


ч 
- 


9 ZORRO 7 BRAC* 


оо 


SERIES 6 PROTECTION CUBS 


AUDIBLE 


FORMATION DOUBLE RIGHT 


Oooo 


© 
c COVER 4 


PATTERN 


627 


SWING CONTROL 


c co 


Y CROSS. 
гае 


ಎ 2% 


» ಜಾ є 


VER 6 CLLO 


SEPTES š: PROTECTION QUICK ЗАТТЕ”Х 282 SWING CONTROL ARROW 
3 "be. ates 


LDIBLE 82 
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The most important parts of a game are the last two minutes of 
either half. It is imperative to know when the clock is to ` 
be stopped and whether the clock will start again with the 
snap or with the referee's signal. 


The team best able to handle itself tnrough these time periods 
without confusion and frustration will be the champion. 


When we are behind, ball carriers and receivers must think 12 
terms of getting as much yardage as possible and then getting 
out of bounds. When we are trying to score, know whether we 
need a touchdown or a field goal. 


If we are ahead, stay in bounds and seek to run out the clock. 
Take as much time as you possibly can in the huddle without 
violating the 45 second clock. 


ж... - 


The clock is stopped in the last two minutes when one of the 


following occurs: 
1. Notification of two minute period is given. 
2 A called time-out by player or official. 
3. Incomplete forward pass. 
4. Ball goes out of bounds. 
5. A penalty 
6. Injured player 
7. Quarterback is tackled attempting to pass 


8. On a measurement for first down. 


9. Center requests a dry ball. Use this only when the 
request is legitimate. 


10. Change of possession. This includes after a fourth 
down attempt that fails to get a first down. 


The clock starts on the snap: 


1. After a called time out 

2. After an incomplete pass 

3. After the ball carrier has gone out of bounds 
4. After notification of the two minute period 


5. After change of possession 


6. After a penalty, ргоу14е4 the penalized team, in 
the judgement of the officials, did not incur the i 
penalty for the purpose of stopping the clock. 


The clock starts on the referee's whistle: 
1. After a measurement for first down 


2. After an excess time out 


After a lateral out of bounds and after а fumble оџс of bcund: 


4. After a purposely incurred penalty designed to 
stop the clock. 


5. After a quarterback sack. 


On a kickoff during the last two minutes the clock starts 
when the ball is legally touched. It will remain stopped 
if the ball is not returned from the end zone or if there 
is a fair catch of the kickoff. 


There are several other important factors which prevail during 
the final two minutes of each half. These are: 


1. During the last two minutes of either half, one 
time out in excess of the legally allotted three 
time outs, is allowed for an irjured player who 
must be designated by the captain and be removed 
from the game. However, the ball] shall not be put 
in play thereafter until the clock has run for ten 
seconds and either half can end during this ten 
second period. 2 О ч 


2. Any subsequent time out under the same conditions 
is penalized five yards along with the ten second 
run off. NOTE: If a player is injured as the 
result of an opponent's foul a time out will not be 
charged against the injured player's team. 


3. Any time the referee determines that an illegal 
delaying tactic is being used he will run ten 


seconds off the clock. Either half can end during 
this ten second period. 


4. The referee no longer must wait until all defensive 
players are on the proper side of the line of scrimmage. 
He can signal the ball ready for play when the offense 
is ready. If a defensive man is on the wrong side of 
the line of scrimmage at the snap the whistle is blown 
immediately, the clock is stopped and a five yard penalty 
is marked off against the defense. | 


SPECIAL ALERT! Fighting -- particularly during the 
last two minutes: А common "slick trick" bv a team 
which is behinc is to provoke a fight. This stops 

the clock! Do not be lured into being a sucker for 


this maneuver. 


Апу fumble which goes forward is awarded at the advanced 
spot опју if the man who actually fumbles is the person 
who recovers it. ТЕ a teammate recovers or if the tall 
goes forward and out of bounds, the bali is brought 

back to the spot of the fumble. 


OUR TWO MINUTE OFFENSE PLAN WHEN WE ARE BEHIND 


MECHANICS 


Whenever the clock is stopped or there is a time out we 
will huddle in order to call our play. 


If the play results in the clock being stopped we will 
huddle once again and repeat the procedure. 


Whenever the clock is running after a play we will line 
up on the ball quickly without huddling. While we are 
moving to the new line of scrimmage our Quarterback will 
yell out the next play to be run several times. 

EXAMPLE: "96-96-96!" In this instance the snap signal 
will be a "НОТ" with a preliminary call of "TWO". The 
entire procedure, therefore, would be as shown below: аннан 


"96 - 96 - TWO - HUT!" 


Whenever we use the no-huddle procedure, our team will 
lineup on the ball in the same formation which they had 
used on the previous play. 


We will have a starting count changeup in our no-huddle 
situations: If the Quarterback calls out "МОАН - NOAH" 
as we move to line up we will snap the ball on the second 
"НОТ". Thus, the entire procedure would be as follows: 


"96 - 96 - NOAH - NOAH - TWO - HUT - HUT!" 


On all no huddle plays our linemen will assume a two point 
stance immediately upon lining МР. _ 


IMPORTANT CONSIDERATIONS CONCERNING USE OF YOUR TIME OUTS 


Know the down and yardage. А quarterback must not throw 
a "kill the clock' pass on fourt own. a Carrier 
and receiver must be thinking of getting out of bounds 
but not on fourth down until he makes the necessary first 
down yardage. 


Save all your time outs until after the two minute warning. 
You cannot, however, be certain that all time outs will be 
available to you during the two minute period. We may have 
had to use one or more time outs on defense in order to 
conserve time in conjunction with our efforts to get the ball 
back from our opponents. 


I? three time outs remain vou can use one of then съ па ар 
first minute of the two minute period. It is not desirable 
to waste a down during this first minute if all three ti-e 
outs are обрана аи со VOU. 


Do not wait too long to use our time outs during the two 
minute period. If all three remain with less than a minute 
to play be ready to start using the first one immediately. 


if you are in a situation with more than one time out remain- 
ing and vou have just had a long gainer and the clock continues 
to run you should use a time out rather than use a lot of time 
getting our team to the new line of scrimmage. 


During the last one minute you need not use a "kill the сїоск" 
pass if two time outs remain. Use our no-huddle or one of the 
two remaining time outs. We do not want to waste a valuable 

down unless absolutely necessary. 


When we are behind use your final time out as follows: 


1. If it is fourth down, regardless of time 
remaining. 


2. With 10 seconds or less left and we need 
a touchdown, regardless of down and distance. 


3. If we are going for a field goal and we are 
in range, run the clock down to five seconds; 
then call the time out. Be careful, of course, 
not to violate the 45 second rule when running 
the clock down to five seconds. Get it as close 
to five seconds as you can within the 45 second 
limitation. Tell the referee ahead of time 
that when the clock shows five seconds left you 
are going to call a time out. 


ಎದ -= —a.—if-a' field goal-would-win-the game we——— 


will run the clock down in order to 
kick it, even when it is not fourth 
down, so long as we are within easy 
range. 
b. When a field goal would tie the game 
and a touchdown would win the game we 
will utilize our downs in order to try 
for the touchdown before settling for 
a field goal attempt on fourth down or 
on the last play of the game. This 
approach would prevail also at the end . 
of the first half. 


14 


ADDITIONAL FIELD GOAL CONSIDERATIONS WITH NO TIME OUTS REMAINING 
- a — : шин | SS ee 


1. If it is not fourth down and 15 seconds or less remain 
use our 81 audible in order to kill the clock so that 
we can get our field goal team onto the field. 


2. If it is fourth down with 30 seconds or less remaining 
and we are in fie goal range we will have to rush the 
field goal team onto the field without a kill the clock 
play. This situation must be anticipated and our players 
must be alerted to the possibility on the previous down. 
Players coming оп to the field will shout "МАУ DAY!" in 
this situation. Those players on the field who are not 
members of the field goal unit must sprint to our sideline. 
Eligible and ineligible numbered players who will lineup 
"out of position" must still report to the referee. Do 
it very quickly. 


— а — pe——-—-—————— — 
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STOPPING THE CLOCK WHEN YOU ARE OUT OF TIME OUTS 


If the clock continues to run a fourth time out can be bought 
in the last two minutes of either half by use of a designated 
injured player. 


The player must be removed from the game and the officials will 
run 10 seconds off of the clock. Do not use this tactic if there 
are less than 15 seconds remaining. 


Any subsequent time outs for injury will also result in 10 seconds 
being run off the clock plus a penalty of five yards. 


BANDIT CALL - Another way to stop the clock when we do 
not have any time outs left: Our right 
guard will jump offside, and the ball vill | |.  . 


ж -” not ђе ‘snapped.- There must be at least 15 


seconds left оп the clock for us to use 
this tactic. . 


MAY DAY CALL - Lets our team know that we are attempting 
a field goal in a hurry up situation. 


PENALTY ON LAST PLAY OF EITHER HALF 


If the penalty is against the defensive team, the offense will be 
allowed an additional play even though time has expired. If the 
offense decline the penalty, however, there will not be an addi- 
tional play. 


If the penalty is on the offensive team, the offensive team will 
not be allowed an additional play if time has expired. This means 
for example, that a team which makes a field goal on the last play 
of either half, but is guilty of a foul -- including failure to 
report -- will not be awarded the three points and will not have 
an opportunity to try it again. у 


ಇಡ Ob 2 AD са CE SITUATIONS 
ин 


1, I£ an unanticipated short vardage situation occurs and we 
do not have short vardage personnel in the game we will 
bone Ue arc pen а («8392 1. 


2. If vou have short vardage or goal line personnel in the 
game and it is a passing situation you can do one of the 
following: 


1 Жіше тэс" ож Эн | . ді s soe 
a. Са ВУ. tine uic lr сы ತಕ GS азге 


b5. If it is not fourth down use a kill 
the с1оск pass - 54. 


c. If it is fourth down and no time outs 
remain we will be forced, because of 
the desperate nature of the situation 
to use one of our goal line play action 
ಹ лын | passes. We will use our Goal Line Roll ..... | = 
Right or Roll Left towards the weakside 
of the formation. The code words for 


these will be "Boston Left" or "Boston Right". 


SPECIAL CONSIDERATIONS 


1. At the end of the first half we may take a "СОКСЕРЕ" approach 
deep in our own territory and run the ball -- staying in-bouncs 
on third and long in order to keep the clock moving, thereby 
diminishing the time available to our opponents when they get 
the ball. 


2. If you are injured and are able to get off the field on vour 
own without our having to use a time out you should make every 
effort to do so. 


3: ——1f.-we.are-behind-in-the-fourth-quarter-by-more-than-one-score- — 
we will go to our '"hurry-up'" offense even before the two minute 
warning. This instruction will come from the bench. You shoulc 
understand, however, that there are some rules differences whic- 


apply only to the last two minutes of either half. 


4. There is a unique situation where we will instruct a receiver 
to actually go to the ground, and then call a time out, even 
before he is tackled. We will explain this consideration to 
you verbally. 


го 


BASIC ТАО MINUTE OFFENSE SELECTIONS WHEN WE ARE BEHIND 


1. Pattern Principle: We always want to have a 
running back in good layoff position, even if 
it means calling a different flare on one of 
our basic patterns. 


2. Formation Usage: For the most part our basic 
ormations wl be used. In order to enhance 
our passing game, however, we may employ three 
or four wide receivers. This will usually be 
accomplished by replacing one of our backs and/ 
or our tight end with wide receivers. As long 
as we are not huddling our formation strength 
will remain the same as it was on the previous 
down. 


3. General Play Selection: We will have basic Two 
Minute Offense selections, but we will be flexible 
enough to adjust each week in accordance with the 
type of coverage we anticipate. 


от € — HQ 
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QUARTERBACK SUMMARY SHEET 


You must be absolutely positive about the number of time 
outs remaining. 


Do not use a time out until our two minute offense. 


You must be certain that the team is aware of the fact 
-5-4 со смо in the two-minute offense. 


You must know all the rules regarding the stopping and 
starting of the game clock. 


The team must be aware of whether we are thinking touchdown 
or field goal. 


Remember -- It is not necessary to cai. a snap count. 

We automatically go on our first "Hut." Use the "Тимо" 
command so a defensive call will not draw us offsides. 
Whenever "Noah" is employed of course we will snap the baii 
on the second "Hut". 


Recognize the situation in which you must intentionally throw 
an incomplete pass - 81. You can throw the ball forward into 
the ground so long as it does not hit an ineligible receiver. 


Remember the situations when it is necessary to have a play 
called and have your team on the 1.0.5. ready to go when the 
Referee "winds" up the clock. 


You must understand the philosophy of when a called time-out 
is necessary. You must hustle to be next to the correct 
official in order to quickly get the time-out called. 


We will also have a designated downfield receiver who is 
authorized to call a time-out after a long reception. 


Whenever you are-in-doubt;-call-a time-out if you-have more — 
than one time out remaining. 


Think in terms of using a huddle whenever feasible. 


Always be in the huddle. The alternate captain should be 
talking with the officials in regard to penalty, measurement, 
or any other situation that the ball is put back in play by 
the Referee. 


NEVER GO DOWN WITH THE BALL IN YOUR HAND ON 4TH DOWN. THROW 
THE BALL UP AND HOPE SOMEONE MAKES THE CATCH. DO NOT GET 
SACKED WHEN WE ARE BEHIND AND IT IS OUR LAST SHOT TO WIN. 
THIS ALSO APPLIES ON 3RD DOWN IN A MUST FIELD GOAL SITUATION 
WHEN A SACK WOULD PUT YOU OUT OF RANGE. 


Do not confuse the game clock with the 45 second clock. 


OUR 140 MINUTE OFFENSIVE PLAN WHEN WE ARE AFEAD 


GENERAL POINTERS OF IMPORTANCE FOR QB's AND ALL OFFENSIVE PLAYERS 


1. Do not call a time out. 


2. Use close to the full 45 seconds on each play if 
the clock is running, but do not cut it so close 
that vou risk a clock stopping penalty. 


3. Runners and receivers stay in bounds. 


4. Ball carriers should over protect the ball. Cover 
it with two hands and do not be too intense in 
fighting for extra yardage thereby allowing more 
defensive players a shot at you and at the ball. 
REMEMBER! The defense is going to be going after 

the ball. 


5 If there are less than 45 seconds remaining allow 
the clock to run down without leaving the huddle. 
Being at the line of scrimmage invites a clock 
stopping penalty. 


6. Do not incur a penalty. It stops the clock. 


7. If you are injured try to get off the field under 
your own power. If you remain on the ground the 
clock will be stopped. If at ail possible we want 
to avoid this happening. 


8. Simple ball handling. 


9. No laterals ^ — - 


FORMULA FOR USING MAXIMUM TIME IN LAST TWO MINUTES 


There are two Tables shown on this page which help to illustrate 
the time which can be "burned". These Tables are based on factors 
which involve three variables: 


1. The down 

2. The time remaining 

3 The number of time outs still available 
to our opponents 


Table I shows the situations in which you merely need to kneel 
down. In actuality the factors are shown ín the purest form 
since the Table is constructed with no time being used for the 
actual running of the QB Kneel play. 


Table II shows the time you can realistically expect to use when 
we run a play which in itself is designed to consume time. These 
would not ђе QB Kneel plays. The basic assumption is that you 

can use five seconds in actually running a play when our opponents 
call a time out immediately upon tackling the ball carrier. 


TABLE I: QB KNEEL FORMULA 


M 


| | NO ONE TIMEOUT | TWO TIMEOUTS |THREE TIMEOUTS 
| | TIME OUTS REMAINING REMAIN REMAIN | 
ist pown | 2:00 1:30 | 
ND -DOWN = Г 1:30 mx ತಟ ರ್ಟ СЕ | 
¿TH DOWN | 


TABLE II: FORMULA FOR TIME WHICH WE SHOULD BE ABLE TO KILL * 


| | NO ONE TIMEOUT | TWO TIMEOUTS | THREE TIMEOUTS 
| | TIME OUTS | REMAINING REMAIN REMAIN 
1ST DOWN 2:00 (KNEEL 1:45 1:05 | :20 | 


28D DOWN | 1.40 :55 15 | :15 
| 3RD DOWN | ;50 :10 :10 
:05 


| 
| 
атн DOWN | :05 :05 :05 | 


* Requires using 5 seconds рег play when a time out remains. 
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PUNTING CAME CONSIDERATIONS IN LAST TWO MINUTES 
ел НА зун Le 


WHEN VE ARE AHEAD AND WE MUST PUNT 


l. Expect an all out punt block attempt. Protect longer 
and be very alert to employing your protection rules 
and techniques. 


2. Punter be ready to kick more quickly even at the expense 
of a "picture" punt. 


J. Do not punt out of bounds unless instructed to do so. 


4. In most situations when the clock is running we will 
probably use the full 45 seconds even if it means 
taking a five yard penalty. Only when the five yards 
are of vital field position importance will we punt 
before the full 45 seconds elapse. 


ыыы — —á + = 8 — — 0. . 


3. If fewer than five seconds remain we will likely not 
punt. Instead we will try to use the time remaining 
before our punter or ball carrier is tackled. You 


will receive specific instructions on this from the 
ench. 
6. Do not down a punt but be certain to stay around the 
ball until the whistle actually is blown. 
WHEN WE ARE AHEAD AND THE OPPONENT IS PUNTING TO US 


1. ве extremely cautious about avoiding penalties. А penalty 
in this situation is the same as a turnover. 


2. Be extremely alert to containing fakes. We want them to 


punt. We will not, under any circumstance, think about 
blocking a punt in this situation. | - 4 


3. We will instruct the safety man in regard to whether he 
should do one of the following: 


a. Do not handle the punt under any circumstances. 


Get far away from the ball. Move closer to the 
line of scrimmage and be alert for a fake. 


b. Fair catch 


c. Use normal punt return procedures 


WHEN WE ARE BEHIND AND THE OPPONENT IS PUNTING TO US 


If it is the last play of either half and a field goal is 
meaningful to us we will fair catch any punt which comes down 
within field goal range. In this situation even if time expired 
on the last play we would be allowed a free kic or a tie goal. 


ТЕ an opponent has taken an intentional safety and very little 
time remains when they use a high free kick punt from their 

20 yard line we are allowed to use a fair catch so that our 
receiver can catch the ball without interference. Do not do 
this with no time remaining unless we are in field goal range 
and a field goal is meaningful to us. 


STOPPING THE CLOCK ON DEFENSE PRIOR TO THE TWO MINUTE WARNING 


If we are trailing with the clock running and the opponent has 
the ball with 3:00 or less to play, we will very likely use 

at least one time out on defense prior to the two minute warning. 
Ге would have two purposes in mind for doing this: 


1. To stop the clock 


2. To force our opponents to use up опе or ೫೦26 
downs prior to the two minute warning thereby 
forcing an earlier punt from them. 


This tactic is valid even if only 2:05 remains since it will force 
them to use a down before the clock stops at 2:00. 


Two cautionary notes so far as using this tactic are: 
1. Do not call such a time out if the clock is 
stopped (out of bounds, penalty, etc.). It is 
wise for our defensive captain to tell an official 
--- BEFORE THE PLAY --- that we will call a time out 


after the play provided the clock is not stopped. 


2, If the opponent is very close to making a first down 
do not use a time out. Remember we are using this 
tactic in order to make him use up his downs. If we 
use a time out in a situation where it seems likely 
that our opponent will pick up a first down anyway we 
have spent a precious time „ис without actually having 
forced the desired punt. 


We will yell "Time Out" and give the "Time Out" signal from the 

bench when we wish to use these defensive time outs. Our defensive 

captain must still use his good judgment so far as the two cautionar 
tems are concerned —-: = = ee 


TEENS 


12 - PASS RIDE 12 30H3 F UP 


C15-14 - COUNTER 15-14 

514-15 - 14-15 SPRINT DRAW 

17-16 - RIDE 16-17 (WK & STRONG) 
C16-17 - COUNTER 16-17 

18-19 - 18-19 EXPLODE & EXPLODE BOSS 
20's 

24-25 - DIVE 24-25 

524-25 - 24-25 SPRINT DRAW 

30's зоос 

32-33 - 32-33 DIRECT 

34-55 - 54-55 COUNTER 

38-39 - 58-59 SWEEP 

8018 

44-45 ಎ 44-45 BOSS 

48-49 - SPRINT STRONG 275 

50's 

52 - 2 OH 7. 

56-57 - RIDE 16-17 (1 BACK SET) 
58-59 ~ RIDE 18-19 EXPLODE BOSS (1 BACK SET) 
60's (SCOT) (LUCKY-RICKY STRONG ) 


AUDIBLE LIST 


60 - ೫ GET OPEN 
64 - Z GET OPEN 
65 - 595 F OPTION 
66 - 226 F SHOOT 


70's 

72 - 212. 

73 - TE PIC VS BEARS 
77 - 718 

79 - 999 H UP 


80 - HITCH 
81 - 191 

82 - 282 

85 - 383 STOP 

85 - 545 READ 

86 - 566 F FLAT 

87 - FLARE SCREEN LT 
88 - FLARE SCREEN RT 
89 - 989 

90's 

90 - 226 H SHOOT 

91 - 326 H UP 

92 - 272 H FLAG 

93 - 343 DOUBLE CHOICE 
95 - 595 H OPTION 

96 - 695 H READ 

97 - 726 H CROSS 

99 - 999 Н ОР 

SPECIAL CALLS 


8 = SPRINT RT WK 322 

9 - SPRINT LT WK 322 

RED - HITCH UNCOVERED RECEIVER 
100 - MIDDLE SCREEN TO FB 


AUDIBLES 


ಗ್‌ а| 
AUDIBLE € WEAKSIDE ONLY VS 63 ಎ 11 UP 


JE B BN 


бој 


AUDIBLE 9(8) WEAKSIDE ONLY VS 34 - 11 UP 


— g 


ADDIBLE 9(8) VS 40 NICKEL - 11 UP 


AUDIBLES 


* fad. 52 Но has arco 


SRE - (MUST BE OPPOSITE FORMATION) VS 43 WITH FRANK OR JILL ON BLITZ 


^ Aud 51. НО has arrow 


четим - (MUST BE IN OPPOSITE POR MOTION) VS 34 WITH FRANK OR JILL ON BLITZ 


m" освооо 28” 
5 Ир 


"FIRE" "FIRE" 
E | RE О C "FIRE" "FIRE" 


* EITHER RECEIVER MUST USE "FIRE" CALL WHEN THE CORNER OVER HIM BLITZES 


AUDIBLES 
~ C J F 
а: BT Е. N C 
ә > ` 
со a 
1 
© 
‘AUDIBLE 21 VS 40 NICKEL - 11 UP ісінін | Бо 
QO O @ O O 
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COACHING POINTS 14 


тве тат авва TR R E 


SERIES 6 PROTECTION QUICK PATTERN 212 SWING CONTROL H-ARROW-UP 
QUARTERBACK 


P, S; L. 


PROGRESSION 


C.P.s: 


REC. ADJs VS 


HALFBACK . H 


„щш X RECIEN 


PROTECTION 


nl T о ме 


READ DROP 3 STEP 


P ———M с: “Үн 


CLEO X 1 " ADJ VS 592022 


S.P.U. BUCK QUICK ROUTE ARROW 


_—-—--+-+-—-——-—-—-—-—-—-—-—-—-—-—--.—-—-—-—: ————: APSR 


TACK BUCK TOGET ‘HIS “HANDS DOWN — —— a 
2. RUN HARD ARROW ROUTE. LOOK FOR BALL QUICKLY 


FULLBACK < Е 


х 


I< 


IN 


PROTECTION S.P.U. STUB QUICK ROUTE UP RELEASE INSIDE 


C.P.s: 


SPLIT 


l. ATTACK STUB TO GET HANDS DOWN 


2. 


IF STUB DROPS, SLIGHTLY WIDEN AREA, LOOK FOR BALL ОУЕК 
INSIDE SHOULDER 


ROUTE__* RELEASE $TRAIGET ADJ Vs CLEO КӨЖЕ 


1. QUICK 2 B. P. “Is "APPROXIMATELY 6 YARDS. ` MAKE BREAK ON 3rd STEP 


IF NOT PRESSED. Ж 


-. 


2. ATTACK INSIDE АТ 450 ANGLE 
3. 0.8. WILL PULL YOU INTO THE НОГЕ 
4. MUST GET INSIDE VS PRESS . 


NORMAL 


1 OUTSIDE 


ROUTE RELEASE ADJ Vs CLEO МОЖЕ 


ADJ. VS. COV. 2: NONE 


C.P.s: 


SPLIT 


C.P.s: 


L; 
` 2. 
3x 


MAX 
13 
2 


3. 


MAKE A SLIGHT UPFIELD MOVE AND BREAK OUT АТ AN ANGLE 
WIDEN AREA AS QUICKLY AS POSSIBLE - BE ALERT FOR BALL 
WHEN YOU GET CLOSE TO SIDELINE, SETTLE DOWN AND FACE 08: 


ROUTE 2 RELEASE STRAIGHT др) vs CLEO NONE + 


PUSH DEFENDER AND BREAK ON 3rd STEP - APPROXIMATELY 6 YARDS 
BREAK AT 45° - BE ALERT FOR FRANK 
ATTACK INSIDE - QB WILL PULL YOU INTO HOLE 


COACHING POINTS 


SERIES а PROTECTION | CUBS PATTERN 272 SWING сестру H FLAG R 
QUARTERBACK 
P.S.L. READ SAFETIES DROP 5 STEP 
PROGRESSION 870% Y TO 2 


SM Р 1, WORK H & X, Y & 2 COMBINATIONS. G.P. WILL DETERMINE Y OR H. 
2. BEST VS. MAN COVERAGE. 


REC. ADJs VS CLEO X Y 2 ADJ Месо 
RALFBACK - H 

PROTECTION N.S.P.U. CUBS ROUTE FLAC - 

— v N A  . ьо ле. Z 

C.P.s: 1. ` YOU HAVE FREE RELEASE — RUN FLAG ROUTE. | | 2 
P.O.LRACK < Е 

PROTECTION “SPU, CUBS ROUTE NONE RELEASE NONE 

C ME 1. S.P.U. INSIDE TO OUTSIDE. 

2. STAY IN FOR PROTECTION HELP. 

Х 

SPLIT NORMAL ROUTE 2 DELAY RELEASE DELAY ADJ Vs CLEOINSIDE 

—U сре. 1. NORMAL 2 DELAY PROPERTIES. 
2. KNOW lst DOWN YARDAGE NEEDED. 

X 

SPLIT NORMAL ROUTE 7 RELEASE BEST ADJ Vs CLEO NONE 

ADJ. VS. СОМ. 2: SPLIT SEAM | 

С.Р.5: 1. PUSH VERTICAL 10-12 YARDS BEFORE MAKING PROPER OUTSIDE ANGLE BREAK. 
2 

SPLIT NORMAL ROUTE 2 DELAY RELEASE DELAY ADJ Vs CLEO INSIDE 

С.Р.$: 1. NORMAL 2 DELAY PROPERTIES. 


2. KNOW lst DOWN YARDAGE NEEDED. 


SERIES & PROTECTION 985 C LLL PATTERN 272 2 GET OPEN SUING CONTROL = = 


AUDIBLE 


MATION 


еннан l 


é M. 


ыг Jo 


| ообоо | 


' 2 2 


` ~ < 2 


© 9 ZORRO 7 BRACKE 


© 22 2081 


COACHING POINTS 8 


SERIES & PROTECTION CUBS PATTERN 226 X-CROSS SWING CONTROL H-SHOOT 
QUARTERBACK 

22-09 | READ DROP 

PROGRESSION 

Eu зен 1, BEST VS MAN COVERAGE 


2. LOOK FOR H lst N.T. ALERT FOR X AND Y 
3. IF ZONE ALERT X AND Z 


REC. ADJs VS CLEO X Y Z Y's ADJ VS COV.2 


HALFBACK 
PROTECTION N.S.P.U. ROUTE SHOOT 
ретривера певати anaaanaqauasamanmamaaanmnaasananasncatutanarsmusaaaaananananaqquamanauqaanamamaqanasqanaannaqamaassa — —.—.—— —.—.—.—.—.—.—.—.—.—.—.—.— — ——_—-—-—-—-—ү —— _—-:-—-—-—..—-..— 
C.P.s: 244. PUSH VERTICAL BEFORE MAKING OUTSIDE BREAK. 
THIS WILL HELP X CAUSE TRAFFIC PROBLEM FOR MAN COVERING YOU. 
2. ADJUSTMENT IF MAN CUTS YOU OFF DEEP OR ZONE. 
FULLBACK 
PROTECTION 5.8.0. CUBS ROUTE BASE RELEASE OUTSIDE 
C.P s: 1. CHECK MAC TO STUB 
2. CHECK OUT BASE IF POSSIBLE 
Х 
SPLIT MINIMUM ROUTE ZERO RELEASE INsSIpE ADJ Vs CLEO NONE 
О C.P.s;: =l. -ADJUST SPLIT TO CAUSE TRAFFIC PROBLEM FOR MAN COVERING H. 
2. PREFER INSIDE RELEASE - BUT CORNER CAN FORCE YOU ON TUE WITH 
INSIDE BUMP ALIGNMENT. 
3. YOU ARE SHORT CROSSER WITH Y ON TOP, UNLESS YOU ARE FORCED DEEP. 
COME FAST UNTIL MESH - READ ZONE OR MAN. 
M 
SPLIT NORMAL ROUTE ZERO RELEASE INSIDE ADJ Vs CLEO юок m 


ADJ. VS. СОМ. 2: NONE 


C Pug! 1. PUSH VERTICAL FOR 5-7 YARDS BEFORE MAKING CROSSING ROUTE BREAK. 
COME HARD VS MAN. 
2. YOU MAY SETTLE IN ZONE AFTER CROSSING MESH, . 


3. KNOW lst DOWN YARDAGE NEEDED. 


IN 


SPLIT NORMAL ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NONE 


C P.S: 1. NORMAL 6 ROUTE PROPERTIES 


V V AVN „ы FULNL о 3 q 
SERIES & PROTECTION RICKY PATTERN 226 X CROSS SWING CONTROL F 980% 


QUARTERBACK 
Есек Lay READ DROP 


PROGRESSION 
а 1. BEST VS MAN COVERAGE 
r s. 2. LOOK FOR FB lst N.T. ALERT X AND Y 


3. IF ZONE ALERT X 52 


КЕС. ADJs VS CLEO X Y 2 Y's ADJ VS CN 
HALF BACK 

PROTECTION  S.P.U. RICKY/LUCKY ROUTE BASE 

C.P.S: |, CHECK LB'ers BEFORE BASING OUT. 
FULLBACK | 

PROTECTION N.S.?.U. ROUTE SHOOT RELEASE 


С.Р.8: 1. PUSH VERTICAL BEFORE MAKING OUTSIDE SHOOT MOVE. 
THIS WILL HELP Y CAUSE TRAFFIC PROBLEM FOR MAN COVERING YOU. 


2. ADJUST IF CUT OFF DEEP OR ZONE. 


X 
SPLIT MINIMUM ROUTE ZERO RELEASE INSIDE ADJ Vs ULEO хохь 
C.P.s: | a =н | — ——- 
1 
SPLIT NORMAL ROUTE ZERO RELEASE INsIDE ADJ Vs CLEO коке 
ADJ. VS. СОУ. 2: NONE 
C.P.s: 1. ADJUST SPLIT TO CAUSE TRAFFIC PROBLEM FOR MAN COVERING F. 
2. PUSH VERTICAL FOR 5-7 YARDS BEFORE CROSSING. 
3. COME HARD UNTIL MESH WITH X - READ MAN-ZONE. | 
2 


SPLIT NORMAL ROUTE 6 RELEASE INSIDE ADJ Vs CLEO NONE 


C.P.s: 1. NORMAL 6 ROUTE PROPERTIES | 
2. SOMETIMES CAN CAUSE TRAFFIC PROBLEM FOR MAN COVERING F - BE ALERT 


GUN PROTECTION SIGHT ADJUSTMENTS 


LUCKY, RICKY, FIRM, FLARE, SCAT 
tt A 


1. X - 2 ROUTE IF BUC & WEAK SAFETY BLITZ 


CUBS 


1. Y-1 ROUTE IF TWO OF THE FOLLOWING THREE 
BLITZ, MAC, STUD, OR FRANK 


SCAT ifs --. Poe Ey gd 58 и 


1. H- 1 ROUTE OR ARROW IF BUC BLITZ 


CALF 


1. F - ARROW IF МАС OR STUB BLITZ 


BULL 
1. Н - ARROW IF BUCK BLITZES 


BEARS 


1. Н - ARROW IF TWO OF THE FOLLOWING 
THREE BLITZ, MAC, BUCK, OR JILL 


Oro TOO ಈ 
@ O 
@ 

DIIIE RIGHT 
ФООПООО 
ಕಯ пе ыыы ы. бина Бэ О 2 : 

© 
@ 
DICE RIGHT 


DART RIGHT 


THE SCOT SERIES IS A PRCIECTION CALL TO A TIGHT END 
POSITION. IT ALLOWS US TO GET OUR BACK INTO THE 
PATTERN IMMEDIATELY WITHOUT HAVING SWING PICK-UP. 
THE UNCOVERED LINEMAN TO THE CALLED SIDE HAS DOUBLE 


ಜ್‌  ಾಾುರ್ತ್ತ್ಷು ÁÀ мөс нэ 


PICK-UP ON MAC OR STUB. THE REMAINING BACK HAS 


З —— —  — —9Q дА 


—-NORMAL SWING PICK-UP. 


OTHER SERIES CALLS CAN BE COMBINED AS A SECONDARY 


CALL WITH THE SCOT SERIES. 


NIS 5227 PROTECTION (60'S) PLAY SCOT PROTECTION 25255. 


Q 3-4 SK STG 


LOU CALL 


QB 


ЗТ HB-YOU HAVE 5.Р.0. BUCK TO JILL ` 
"PC N/T PATTERN 77 
NOTE=IF YOU ARE ONLY REMAINING 
BACK IN BACKFIELD. “YOU HAVE 
S.P.U. AWAY FROM STRENGTH CALLED. 


COVERED-BLOCK MAN ON-UNCOVERED- 
RUSHERS BLITZER TO OUTSIDE 


COVERED-BLOCK MAN ON. UNCOVERED- 
ERU BLITZER TO OUTSTNE RB FB=IN A 2 BACK FORMATION YOU HAVE 


PG A_FREE RELEASE N.S P.U. YOU MAY 
BE HOT, ALERT ES. 
COVERED-BLOCK MAN ON. UNCOVERED- NOTE-IF YOU ARE re REMAINING 
BLOCK MAC TO STUB. BACK IN BACKFIELD, YOU HAVE 
С С.Р. 100 OR RAY CALL. S.P.U. AWAY FROM STRENGTH CALLED 


: 


COVERED-BLOCK MAN QN. UNCOVERED- 


OFG BLOCK MAC TO STUB 
C.P. LOU OR RAY CALL. 


VERED BLOC ON. UNCOY ERED BLOCKING VARIATIONS DALLAS CALL 25 MADE 
pia IRAM [ಲಯ IF іе BES бр 1 BY OFF GUARD OR CENTER ТО TELL РО ЗА PT 


OFT 


РОК 3202 PROTECTION 


| х549642 


VS UNDER 


FRISCO CALL 


асо CALL — YS 34 EVEN L | 


с 
"з 


VS 46 OVER RAY CALL 4 DOWN CALL 


FRISCO CALL VS 25 


J R L J | z 
М Ёс: š M f | 
B | й | 1 ! 8 | 3 d E! сн 

| kdb aay ಅಶಿಕ್ಷಿತ 
О Ok 3 | О e 
VS 46 FRISCO CALL 5 DOWN CALL | 5 DOWN CALL ^ 


“бет 
$77775 . ಜೀ ಜಲ ಟ್ಟ SCOT $47772 2 CET ОРЕМ SWING CONTPOL BASE 
N 9 —Y 1 
АСТЕ 64 
ವಿ 

FORMATION | SPLIT этент I 

SPLIT ОНТ __ | 

-r 


OS, 


COVER 1 FREE 


COACHING POINTS 


SERIES 4 PROTECTION SCOT PATTERN С CET OPET 55110 ಕ BASE 
— MÁÓM————— — ААН 
QUARTERBACK 


oak, READ DROP 5 STEP 


P 
PROGRESSION 2 TO FB TO Y 
C 


GE во 1, GOOD FOOTBALL PATTERN VS ALMOST ALL DEFENSES 
2. NOT GOOD VS 2 COVERAGE 
3. READ PROGRESSION 
REC. ADJs VS CLEO X Y 2 ADJ VS COV 2 


HALFSACK . H 
PROTECTION S.P.U. BUCK ROUTE BAS 


в “1. CHECK BUCK RUN BASE ROUTE 
2. CAN BE CUBS OR BEARS PROTECTION 


FULLBACK - F 


PROTECTION SCOT N.S.P.U. ROUTE ВАЅЕ RELEASE QUICK 001512: 
( C.P.s: 1. N.S.P.U. 


2. RELEASE QUICK ON BASE, LOOK FOR BALL 
3. CAN BE CUBS OR BEARS PROTECTION 


Х 

SPLIT NORMAL ROUTE 8 RELEASE VARIABLE ADJ Vg CLEO МОМЕ 

M С.Р.5: ^ 1, YOU CAN BECOME PRIMARY VS COVER 9 

x 

SPLIT NORMAL — ROUTE? RELEASE Е. ADJ Vs CLEO ОЕ 

22510225 10220122, NO 
С.Р.5, 1, HEAD AND SHOULDER FAKE - RELEASE INSIDE - LOOK FOR POP 
2. GET UNDER MAC AND PUSH ACROSS AND UPFIELD TO 7 YARDS ГЕРТН 
_ АТ THE WEAK - GUARD - TACKLE AREA -— ГЭР 

z 3. JUKE POSSIBILITIES IF WALLED OFF INSIDE 


SPLIT MINIMUM ROUTE FIRM 4 RELEASE STRAIGHT ADJ Vs CLEO NONE 


Са ess 1. 12 YARD 4 ROUTE WITH SHORT STICK MOVE OUTSIDE 


2. VS COVER 1 - STAY WITH ROUTE - COMEBACK TO QB 
3. VS PRESS ಎ RUN AWAY 4 TMC€ThF ~ STICK ОПТАТПЕ ANN в D Te Quia cec 


т ಯಾ о ಯಾ ಖಾ 
ме. ~ 


FORMATION 


22832 22426098 


SPLIT SICHT 


550: 


Y СЕТ ОРЕМ SWING CONTROL BASE 


—M Á— А 


COVER 1 FRE 


Сва 6 o s 


COACHING POINTS 


SERIES & PROTECTION ^ SCOT PATTERN Y СЕТ OPEN S*ING CONTROL BASE 
— . ae 
QUARTERBACK 
Р.5.1. READ DROP 5 STEP 


FROGRESSION Z TO Y TO FB 
EDS 1, PATTERN BEST VS MAN COVERAGE 


2. ALERT Z HOT IF MAC AND STUB BLITZ 


КЕС. ADJs VS CLEO X Y Z - ADJ VS COV.2 


IER ЕЛ ПАНИ Т 


HALFBACK 2 H 


PROTECTION S.P.U. BUCK ROUTE BASE 
--------------------- ХЭРЭ (з с аа RENE EE ERE 


C.P.s: 1. CHECK BUCK RUN BASE ROUTE 
2. САМ BE CUBS OR BEARS PROTECTION 


FULLBACK - F 


PROTECTION SCOT N.S.P.U. ROUTE BASE RELEASE QUICK 052 
C.P.s: 1. N.S.P.U. 


2. RELEASE QUICK ON BASE, LOOK FOR BALL 
3. CAN BE CUBS OR BEARS PROTECTION 


Х 
SPLIT NORMAL | ROUTE ЕТЕМ 8 RELEASE VARIABLE ADJ Vs | CLEO NONE 
СРЕ. 1. YOU MAY BECOME PRIMARY VS COVER 9 EE zx 
X 
SPLIT NORMAL ROUTE GET OPEN RELEASE OUTSIDE ADJ Vs CLEO 
ADJ. VS. COV. 2: NONE 
C.P.s: 1, MUST GET WIDTH ON OUTSIDE RELEASE WHILE PUSHING UPFIELD TO 
10 YARDS - TURN INSIDE - READ COVERAGE. | 
2. MUST ВЕ АМАКЕ ОЕ CREATING OPEN LANE FOR Z VS PRESS WITH YOUR 
OUTSIDE RELEASE. 
2 3. REACT AND GET OPEN 


SPLIT MINIMUM ROUTE MIDDLE 2 RELEASE INSIDE ADJ Vs CLEO NONE 


PUSH UPFIELD THEN COME UNDERNEATH THE RELEASE OF Y - USE HIM TC GET 


C.P.s: l. 
CLEAR CROSSING LANE VS MAN COVERAGE - POSSIBLE JUKE 


^ --- лат а тоа TAIR У ту «га яз ңе” 427 SRA я с^ ca À— т е — ಜಾ = v.. e- — —  ——ÀM гэн wt Tom ce дет 


5527-53-01 PROTECTION 


SCOT затъва 866 Swine coxa РО FLAT IN 


FORMATION SPLIT 97087 


28-2 улан а a 


COACHING POINTS 


SERIES а PROTECTION 5007 PATTERN 866 SWING CONTROL F-FLAT-IN 
QUARTERBACK 4೮೩11 44 - и нэ 


РО о ene ne cmd 


Poesele READ ЗАРЕТТЕ5 DROP 7 STEP 


PROGRESSION Z TO FB 


. C P.s: 1. JILL IN CENTERFIELD OR WEAKSIDE, THINK STRONG 


2. JILL ON Y GO TO X 
3. ON 2 COVERAGE Z WILL BE HIT MORE OVER FOOTBALL 


REC. ADJs VS CLEO Х Y z ADJ VS COV.2 


HALFBACK . H | | 
PROTECTION S.P.U. BUCK ROUTE IN 


И Hel, Рано ВО еле a eee ಚತತ ಹ್‌ 
2, RUN IN ROUTE 


3. MUST BE MORE CONSISTENT ON THE "IN ROUTE" 


FULLBACK - F 
PROTECTION ScoT N.S.P.U. ROUTE FLAT RELEASE OUTSIDE 


i “С Pusi 1. YOU HAVE FREE RELEASE 
2. RUN FLAT ROUTE 
3. APPLY MAN ZONE TECHNIQUE 


Х 
SPLIT NORMAL ROUTE 8 RELEASE VARIABLE ADJ Vs CLEO NONE 


Ep BREAK AT IT Та es SEES ee ಇ 
2. CAN BE PRIMARY VS COVER 9 OR IF JILL SETTLES ON 6 ROUTE. 


Y E 
SPLIT NORMAL ROUTE 6 RELEASE INSIDE ADJ Vs CLEO ММ 
ADJ. VS. СОМ. 2: NONE 
C.P.s: 1 В.Р. AT 10 - 12 YARDS - LOOK FOR POP PASS 
2, CAN GO UNDER OR oN TOP OF LB'ers | 
3. MUST KEEP COMING ACROSS FIELD TO WEAK TACKLE AREA BEFORE PULLING UP? IN 
4 VS PRESS CONVERT TO RUN AWAY 4 AT 10 YARDS. 
2 
| SPLIT MAXIMUM ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NOx: 


C.P.s: 1. CONVERT TO POST - IN 6 ROUTE VS COVER 2 


2. PUSH VERTICAL VS CLEO 
‹ 3. MAKE GOOD BURST UPFIELD BEFORE B.P. AT 18 YARDS 


1C 


61976: : PROTECTION SCOT зае 299 Swine EOS ಇ F OPTION 


AUDIBLE 65 


FORMATION — SPLIT °ICHT 


т 


t 
Џ 


COACHING POINTS 


SERIES & PROTECTION SCOT PATTERN 595 SCING СО 7501 ಭಾಗ Е 
QUARTERBACK -- —-— Е 5 "m 
Р.5.1. READ SArETIES DROP 7 STEP 


PROGRESSION F TO Z 


C P. s: 1. USED WHEN LB'er COVERS FB 6 WHEN LB'ers TAKE DEEP DROP 
2, QB BE READY TO PLANT & THROW ON 7th STEP 


REC. ADJs VS CLEO X Y 2 ADJ VS COV.2 


HALFBACK = H | 2 
PROTECTION 5,7,0, BUCK ROUTE FLAT 


ee ЄС Роба ро CHECK BUCK ON THE MOVE 
2. RUN FLAT ROUTE 


FULLBACK - F 


| PROTECTION SCOT N.S.P.U. ROUTE OPTION RELEASE OUTSIDE 
` С.Р.8: 1. YOU HAVE FREE RELEASE, RUN OPTION ROUTE 


2. ALL OPTION TECHNIQUE APPLY 


Х 
SPLIT NORMAL — ROUTE 2 RELEASE VARIABLE ADJ Vs CLEO ZONE ಬ 
ЕШ C pig ಬ MUST HAVE CREAT “BURST PRIOR TO В.Р. АТ-18 YARDS == —:——— шээсээ 
2. COMEBACK HARD OUTSIDE TO FOOTBALL 
3, VS PRESS - PRESSURE THE CORNER TO 15 YARDS - THEN BREAK OUT 
Y S 20 
SPLIT NORMAL ROUTE ? RELEASE BEST ар) Vs CLEO NO: 
ADJ. VS. COV. 2: NONE 
С.Р.5: 1. STAY UPFIELD AND IN SEAM VS MIDDLE SAFETY 
2, COVER 2 - STAY UPFIELD THROUGH FRANK 
3. LOOK FOR POP VS MAC-STUB DOG 7 
| 2 
Ы “ 
SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs CLEO ZONE ADL 


^C.P.S: 1, SAME AS X COACHING POINTS ABOVE 


тата , 9RCTZCTION SCOT 


ಹ Se 


SWING CONTROL UD 


FORMATION SPLIT 91СНТ 


3 
OO oc 
C 


COVER 7 


COACHING POINTS 


SERIES 8 PROTECTION SCOT PATTERN 5551 DELAY swing сото. UP 
QUARTERBACK 
Рв: READ SAFETIES DROP 7 STEP 


PROGRESSION Y 
Cor ಕ್ಯ 1. F3 НОТ IN THE EVENT OF МАС & STUB DOG 


2. USE AGAINST CLUBS WHO PLAY A LOOSE ZONE 
3. ALERT TO НТ Y ON MOVE IF MAN COVERAGE š 


КЕС. ADJs VS CLEO X Y z ADJ VS СОУ.2 


HALFBACK 2 H 
PROTECTION S.P.U. BUCK ROUTE || ОР 


— =“ o + o——— — Á—— — 


о пенею ЕРТЕ 1,3 BUCKO sss 
2. RUN UP ROUTE TRYING TO INFLUENCE THE BUCK OR WILL BACKER 
TO DEEPEN THEIR DROP. ` | - — 


FULL2ACK - F 


PROTECTION N.S.P.U. ROUTE UP RELEASE INSIDE 


С.Р.8: 1. IF MAC DOGS BE ALERT FOR POP. NO DOG, RUN UP ROUTE EN 
2. IF YOU HAVE A CHOICE FORCE COVERAGE TO TURN AWAY FROM Y. 


SPLIT. ММ ROUTE. RELEASE _VARIAM ADJ Vs ULEO ZONE ADJ. 
CPs: 1. MUST HAVE CREAT BURST PRIOR ТО B.P. АТ MD Е ЕЕ ЕЕЕ Е 
2, СОМЕ BACK HARD OUTSIDE ТО FOOTBALL 
3, VS PRESS - PRESSURE THE CORNER TO 15 YARDS - THEN BREAK OUT 
: Е 
SPLIT NORMAL — ROUTE  DELAY RELEASE OUTSIDE ару Vs CLEO 808೩ 
ADJ. VS. СОМ. 2, NONE 
c p s. le RELEASE OUTSIDE GAINING WIDTH AND DEPTH AT THE SAME TIME. AT THE 
оын BREAKING POINT - 7-8 YARDS - READ COVERAGE. 
2. IF YOU ARE IN VOID OF ZONE - HOOK UP IN HOLE 
3. IF YOU DON'T GET BALL, START FLAT ACROSS MIDDLE TO OPEN AREA 
А. VS МАМ - BREAK HARD ACROSS FIELD - POSSIBLE 20КЕ 
[ 2 


SPLIT NORMAL — ROUTE ೨ RELEASE VARIABLE ADJ Vs CLEO ZONE A; 


C.P.s: l. SAME AS X COACHING POINTS ABOVE 


14 3" губы: 


SERIES 5 РАОТЕСТТОН SCOT PATTERN 343 SWINC 00780 F ARROW 
AUDIBLE 
FORMATION  SPLIT RIGHT OVER u 


тэх — — хэмжээс 


COVER 1 FR 


ಮಾ 


tn 
гч 


COACHING POINTS 


SEXIES 4 PROTECTION SCOT PATTERN 343 SWING CONTROL F-ARROW 
QEARTERBACK мин 
Р.5.1. READ JILL DROP 5 STEP 
PROGRESSION Y TO FB 
С.Р.8: 1. ALERT TO HIT Y ON BREAK 


2. IF BUC TAKES DEEP DROP FB OPEN IMMEDIATELY 
3. PATTERN BEST WHEN JILL IN CENTERFIELD OR GOING STRONG 


КЕС. ADJs VS CLEO X Y 2 ADJ VS COV.2 


HALFBACK . H 


PROTECTION s. P. U. BUCK ROUTE CK. BASE 
қыры, т den C.P. 5: 1 CHECK BUCK дА ни - ------- --- -.-.-----.-..--.-- = s 


2. N/T RUN BASE 


— — Ae таны 


FULLBACK - F 


PROTECTION 5007  N.S.P.U. ROUTE | ARROW RELEASE OUTSIDE 
' C.P.s: 1. DRIVE AT STUB RUN ARROW | 


2. I STUB 006$ LOOK РОВ BALL, YOU МАУ ВЕ НОТ 
3. YOU HAVE FREE RELEASE ü | ud 


2 
SPLIT NORMAL ROUTE 3 RELEASE sTRAIGHT ADJ Vs CLEO zone дот. 
CPS DRIVE QUICKLY AT CORNER - USE SPEED TURN AT B. P. OF 11 YARDS - 
GET HEAD AROUND QUICKLY 
2. VS COVER 2 - ZONE ADJUST 
Y На Е 
SPLIT opal ROUTE 3 RELEASE INSIDE ADJ Vs CLEO NoNz 
ADJ. VS. СОУ. 2: NONE i 
Caress 1. LOOK FOR POP ON RELEASE 
2. SEEK PRESSURE ON INSIDE LB'ER AND RUSH UPFIELD 8-10 YDS. . 
3. DON'T LET HIM RUN UNDERNEATH YOU 
4. SETTLE IN VOID VS. ZONE - ACCELERATE OUTSIDE VS MAN 
2 
, £ 
SPLIT NORMAL ROUTE FIRM 4 RELEASE INSIDE ADJ Vs CLEO NONE 
CRS 1. RUN INSIDE 4 AT A DEPTH OF 10-12 YARDS 


. SLIDE AND FIND THE VOID VS ZONE 
3. CONVERT TO MIDDLE 8 VS. COVER 2 


Av Am m УТО 


SERIES 6 PROTECTION SCOT PATTERN 372 CO swine contro. Е SHOOT 


ALDIBLE 


FORMATION SPLIT RIGHT OVER 


» | 
"Эн 
ФФ ХО И» ФОО ХО 
© 
& 
ёс eene 
^M 
“5 
ood Ne 
> 


СОМЕК 7 


----- COACHING POINTS 


SERIES & PROTECTION scot PATTERN 372 со SWING CONTROL F-SHOOT 
QUARTERBACK 
Р.5.1. READ DROP-.5_ STEP 


PROGRESSION Y TO FB 


ЕНІ есу 1. USED WHEN JILL GOING ТО CENTERFIELD OR STRONG 
& WILL COMING HARD TOWARDS Y 


2. GOOD PUMP FAKE ON 3 КОЛЕ 


REC. ADJs VS CLEO X Y 2 ADJ VS СОУ.2 
HALFBACK . H 4 Rom - 
PROTECTION S. P. U. STUB ROUTE CK. ВАЗЕ 
ನರ್‌ ರ್ಯಾ |. CHECK STUB. NO DOG RUN BASE | = БЕ 


FULLBACK - F 
PROTECTION SCOT N.S.P.U. ROUTE SHOOT RELEASE OUTSIDE 


- С.Р.: 1. YOU HAVE FREE RELEASE 
2. IF BUCK DOGS LOOK FOR BALL ON ARROW MOVE, YOU MAY BE HOT 
3. NO DOG RUN SHOOT се - 


Х 
2.11: «20 SPLIT NORMAL | ROUTE_ 2 DELAY _RELEASE DELAY ADJ Vs CLEO INSIDE 
C.P.s: 1. MISS COUNT - td PUSH UPFIELD xr Жижиглэн 
2. VS ZONE - HOOK IN THE ОРЕМ AREA - MAY WORK INSIDE 
3. VS MAN - ACCELERATE INSIDE TO VOIDED AREA 
¿. USE JUKE IF INSIDE WALLED OFF 
| | 
SPLIT NORMAL | ROUTE 3 GO RELEASE INSIDE _ ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: NONE 
CUPS: 1. LOOK FOR POP ON RELEASE 
2. SEEK PRESSURE ON INSIDE LB'ER AND PUSH UPFIELD 8 YARDS ~ 
BREAK OUT FOR 3 HARD STEPS, THEN BREAK UPFIELD AT PROPER 
INSIDE ANGLE. APPROXIMATELY 45° 
: 2 
-SPLIT -NORMAL - ROUTE 7 RELEASE OUTSIDE ADJ Vs CLEO NONE 
ph ладна ТЕС рун АБИ ВІВСА ВНОГО. SAE IR A аа ний € —— 
C.P.s: 1. RELEASE OUTSIDE AND PUSH VERTICAL FOR 10-12 YARDS 


2. BREAK TO SIDELINE AT 45° ANGLE AS GENERAL RULE 
Ë не слуте 2 - <РІТТ SEAM ಇ STAY HIGH VS 1/3 COVERAGE 


18 


SERIES 6 PROTECTION SCOT PAITERN 439 SWING CONTROL F ANGLE FLAT/QUIcy ~ 
= ಸೂ 
AUDIBLE 
FORMATION SPLIT RICHT 
/ 
~ : f 


| 
` 4 


COVER 1 FREE 


COVER 63355 


COVER 7 

JS 5 | 

` `< ! 
-f f ` mE 
, | 

2 ! 

F ; багш і 
« хи, я е і 

, > w М Ы + 
š . 

° ° e ЈЕ 

~" 


COACHING POINTS 


624155 & PROTECTION ^ 5002 PATTERN | 439 65116 CONTROL F-ANGLE-FLAT 

„б.у «> = Т 

1 . d поети UD кижи 

2 QUARTERBACK саналын 
РЭ READ SAFETIES DROP 7 STEP 


PROGRESSION Y AND FB 


CLE s: 1. USED VS. 2 AND 2 MAN COVERAGE. 
2. GO TO Y IF 2 MAN & FB IF 2 ZONE. 


REC. ADJs VS CLEO X x 2 ADJ VS COV.2 


HALFBACK - H 
PROTECTION S.P.U. BUCK 


pP M— P ——— 


ROUTE FLAT 


Dick S 1. CHECK BUCK. 
2. NO DOG RUN FLAT ROUTE. 
3. MAKE MAN ZONE ADJ. 


FULLBACK - F 
PROTECTION SCOT N.S.P.U. ROUTE ANGLE RELEASE OUTSIDE 
Я С.Р.8: 1. FREE RELEASE. 


2. RUN ANGLE ROUTE. 
3. Y HAS THE SCOT POP. 


Х 
oe SPLIT NORMAL ROUTE — RELEASE VARIABLE —ADJ.Vs-LLEO NONE 2 
C.P.s: 1. MAKE GOOD UPFIELD BURST BEFORE B.P. AT 15 YARDS. 
2. ALL NORMAL & ROUTE PROPERTIES IN EFFECT. 
M 
SPLIT NORMAL ROUTE 3 RELEASE 7೫9108 ADJ Vs CLEO nove 
ADJ. VS. COV. 2: NONE 
C.P.s: T: LOOK FOR POP ON INSIDE RELEASE. 
2. SEEK PRESSURE ON INSIDE LB'ER AND PUSH UPFIELD TO 10 YARDS - 
BREAK OUTSIDE ON 3 ROUTE. = 
i 2 
SPLIT NORMAL | ROUTE 9 RELEASE УАВТАВТЕ ADJ Vs CLEO хохь 
С.Р.5: l4 SPRINT AT CORNER AND MAKE DECISION ЗҮ 12 YARDS IF YOU ARE GOING 


INSIDE OR OUTSIDE HIM. 


ಹತತ ತಾ tomo mmm ян МУУ М” 


SERIES & PROTECTION SCOT СРАТТЇВХ | 890 0 схо сохтлор Н DELAY UP 


AUDIBLE 
ee 


FORMATION TREY RIGHT MOTION 
ы C abel А 


 — Lover £4 74 = 


`. | | 
| ಕ Е 


“ч ಕ 


в 
O Ooo 


| 
uns] ಕ 
© 


COVER 6°CLEO 


2 Cv 


Jesse 


ээ 
тъ ~ 


"Ч м 


осеф 


COACHING POINTS ಸಭ Sus 


— :- - 


SERIES & PROTECTION scorT PATTERN 494 SWING CONTROL H-DELAY-vp 
-—_——-——— 
QUARTERBACK | 
P.S.L. READ | SAFETIES DROP 7 STEP 


PROGRESSION H 

CCP S: 1. Y HOT IF MAC & STUB BLITZ. 
2. USED AGAINST CLUBS WHO PLAY [0052 2012. 
3. ALERT TO HIT H ON MOVE IF MAN COVERAGE. 


REC. ADJs VS CLEO X Y Z ADJ VS COV.2 
HALFBACK . H 

PROTECTION N. 5. 8. U. ROUTE DELAY 

С.Г.5: -1.---МАҮ BE 407-У5-006--------. --- --- ------------------ --- - 


2. ОМ MOTION BE 4 YARDS OUTSIDE ОҒ Y. 
3. ON DELAY МАКЕ SURE YOU СОМЕ UNDER ALL LINEBACKERS. 


FULLBACK - ೫7 ша ш 2 22 


|» 


CPS ВЕРЕ 15 15 YARDS. — 


| 


Its 


PROTECTION S. P. U. BUCK ROUTE UP | RELEASE OUTSIDE 


C.P.s: 1. MOVE OVER TO H.B. POSITION 
2. CK BUCK 
3. RUN UP ROUTE 


SPLIT Max ROUTE 4 RELEASE УАВТАВТЕ ADJ Vs CLEO none 


2. ALL NORMAL 4 ROUTE PROPERTIES IN EFFECT. 


SPLIT NORMAL ROUTE 9 RELEASE вест ADJ Vs CLEO хонь 


ADJ. VS. COV. 2: POST 


C.P.s: 1. CHECK POP ON RELEASE 
2. GOOD STICK MOVE OUTSIDE BEFORE BREAK TO POST VS. COVER 2. 


* 


SPLIT MAX ROUTE 4 RELEASE 272222 ADJ Vs CLEO моме 


C.P.S: 1 в, p. 15 15 YARDS. 
2. ALL NORMAL 4 ROUTE PROPERTIES IN EFFECT. 


22 


FERIIS à PROTECTION SCOT 


23೭೩೭ 


> ээ эь 


SWING СОохтхо Н FLAG 


ьо ККК ЪЪ КА« 


"ORMAZION TREY RIGHT MOTION 
сааи 


pue e De ಸ: 


2 . COVER 2 
, 
E Nu j 
C J A 
, C 
' TR із ” Буг 
OO Ooo О 


ЕА эь 


| “> COVER 6 CLEO 


COACHING POINTS 


SERIES & PROTECTION 500% PATTERN “82 SWING ಲ ಲ НУРАС 
QUARTERBACK 
Ранија READ SAFETIES DROP 7 STEP 
PROGRESSION  u TO 2 TO Y - 
C.P.s: 1. WORK H FLAG & 2 COMBINATION ON STRONG SIDE 
2. ALERT FOR 8 ADJUSTMENTS BY Y 
REC. ADJs VS CLEO X Y Z ADJ VS COV.2 
HALFBACK 2 H : 
PROTECTION | N:.S.P.U. ROUTE FLAG 
CPs: |. READ - STRONG CORNER AND EXPAND FRANK BY THREATENING THE SEAM, ONCE 277 
THE CORNER SQUATS EXECUTE 7 FLAG ROUTE. 
2. BEAT FRANK VS MAN COVERAGE 


FULLBACK - F 


PROTECTION 5.Р.0. BUCK ROUTE BASE 
Сави 
2 
SPLIT NORMAL ROUTE 4 RELEASE VARIABLE 
ರರ 1944806 OT 55 75 
2. ALL NORMAL 4 ROUTE PROPERTIES IN EFFECT 
Y Е 
7 SPLIT NORMAL ROUTE 8 
ADJ. VS. СОМ. 2: POST 
С.Р.8: 1. CHECK POP ON RELEASE 
2, ALL NORMAL MIDDLE 8 PROPERTIES IN EFFECT 
2 
SPLIT МАХ ROUTE 2 DELAY RELEASE DELAY 
С Рос: 1. ALL NORMAL 2 DELAY PROPERTIES IN EFFECT 


2. POSSIBLE JUKE 


RELEASE INSIDE ADJ Vs CLEO 


RELEASE OUTSIDE 


ADJ Vs CLEO NONE 


NONE 


ADJ Vs CLEO INSIDE 


25 


SERIES 5 PROTECTION SCOT PATTERN 679 / SWING CONTROL_F FLAT-ANGLE 
Y-sELECT 
AUDIBLE 


FORMATION SPLIT RIGHT 


=== 


СОМЕК 7 


» 
же 


| COACHING POINTS 22 


SERIES 6 PROTECTION SCOT PATTERN 679 / SWING CONTROL реррАт-аи: ನ 
| | Y SELECT — — 
Nin QUARTERBACK 

Роз READ  SAFETIES DROP 7 STEP 


PROGRESSION Y TO FB 


С.Р.5: 1. BIST VS. 4 AND 6 COVERAGE. 
2. OFF OF PLAY ACTION ALERT FOR X & HB ON CHECK. 


REC. ADJs VS CLEO X Y 2 ADJ VS COV.2 


HALFBACK - H 
PROTECTION SPU, BUCK ROUTE ಹ 


CPs ಬರಾ ಯು ಹಾ — 


ಮು ಜು “СНЕСК BUCK 
2. NO DOG RUN ANGLE ROUTE. 


FULLBACK - F 
PROTECTION scorTT N.S.P.U ROUTE FLAT RELEASE OUTSIDE 


E E 


A C.P.s: 1. FREE RELEASE RUN FLAT ROUTE. 
2. READ TYPE OF COVERAGE MAN OR ZONE, BE READY TO ADJUST ROUTE. 


X 
SPLIT NORMAL ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NONE 
ЕЕ во S: 1. MAKE КЕ GOOD UPFIELD BURST ВЕРОКЕ 8 ТРАТ 18 YARDS: = i ಜಡ 
2. ALL NORMAL 6 ROUTE PROPERTIES IN EFFECT. - 
Y Қареке Кен = ae 
SPLIT NORMAL ROUTE 7-SAIL RELEASE INSIDE ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: NONE 
C.P.s: ]. CHECK POP ON INSIDE RELEASE-WORK INSIDE TO VOID WHILE PUSHING 
UPFIELD TO 12 YARD B.P. | 
2. READ COVERAGE AND BREAK OUTSIDE AT 45^ ANGLE. ` 
3. VS. COVER 2 - USE SAIL TECHNIQUE AND FIND HOLE ON ТОР 
OF UNDERNEATH COVERAGE. 
2 
x. x 
SPLIT NORMAL ROUTE 9 RELEASE VARIABLE ADJ Vs CLEO NONE 
C.P.s: 1. SPRINT AT CORNER AND MAKE DECISION BY 12 YARDS IF YOU ARE 


GOING INSIDE OR OUTSIDE. 
2. AFTER YOU BREAK PAST CORNER-SPRINT UPFIELD BEFORE LOOKING FOR BALL. 


жа” 


—— | -: 


SCAT SERIES 


ane Scat SERIES IS A PROTECTION CALL -- CALLED EITHER 
RIGHT OR LEFT, BUT ALWAYS TO AN OPEN SIDE. IT ALLOWS 
US TO GET OUR "A" BACK INTO THE PATTERN IMMEDIATELY 
WITHOUT SWING PICK-UP RESPONSIBILITIES. THE UNCOVERED 


LINEMAN TO THE CALLED SIDE HAS DOUBLE PICK-UP ON MAC 


—. — - EE . —. -—- ಹಾ ಟಟ —— 


(WILL) OR BUC. THE BACK ON HIS RELEASE MUST READ BUC 


FOR A DOG AS HE MAY BE HOT. 


а 


217т----. 


* ಕಗ < ЭРЧРЭРР 


RAY CALL VS 3-4 
J R 
g ‚ м) 1 


—— — -.. 


J R 
У M ) $ 
Ë Š >O 
} 
OVERSTACK FRISCO CALL RAY NM" 2-8 SK 525 


QB 


HB=YOU HAVE FREE RELEASE, RUN 

—BC-——PATTERN.. IF BUCK AND WILL OR 
JILL COMES YOU MUST BREAK OFF ^. 
PATTERN HOT. Е 


= NOTE=IF YOU ARE ONLY REMAINING 
PATTERN 
1 BACK IN BACKFIELD YOU HAVZ S.P.U, 


ON TRONG SIDE. 
COVERZD-8:0CK MAN ON UNCOVERED 2 OUTSIDE BACKER STRONG S 


DBL READ BLITZER TO OUTSIDE 
pp RUSHER. \ 


COVERED-BLOCK MAN ON. UNCOVERED- 
DBL READ BLITZER TO OUTSIDE RB T 
PG — RUSHER. FB=IN А 2 BACK FORMATION YOU HAVE 
S.P.U. ON STUB TO FRANK. 


- una 


COVERED-BLOCK МАМ ON. UNCOVERED 
BLOCK МАС. 


С C.P. LOU OR RAY CALL. 


COVERED - BLOCK MAN ON. 


UNCOVERED BLOCK LOU OR RAY CALLS 


тс хє = — 


ОУЕВЕР-ВТОСК MAN ON. UNCOVERED BLOCKING VARIATIONS DALLAS CALL 1 E 
ОРТ Е 923 ч BLOCK ҒАМ BY OFF GUARD OR CENTER ТО TOLL PG Cz 27 
= 3, 8985 DE, CALLS) | HG ONLY HAS DEF. END TO BLOCK. 


EH d 


RAY CALL VS за SK wx 


| саа) ] Ж 


RAY CALL VS 34 ЕМЕМ & 


——À—————À S 34 EVEN - 
| в Í E 1 ў d ч 
фоно е | 


VS 46 OVER FRISCO CALL 


FRISCO CALL VS 34 EVEN STS 


БЕЛЕК 
m y J б 


LOU CALL FRISCO CALL VS 36 


PLAY 


PWR 


SCAT РАСТЕСТІОМ 13 NICKEL 


(LT FORMATION) 


+! 

з ЭЕ | 

55 09500-07 
\ ಗ್‌ 


J 2 
8 


PATTERN 


BLOCK DE 


BLOCK DT TO MAC 


BLOCK MAC TO DT 


COVERED - BLOCK MAN ON 
UNCOVERED DBL READ 


MAC (OR WILL) TO BUC 


OFT 


COVERED - BLOCK MAN ОМ 
UNCOVERED - DBL READ MAC 


(OR WILL) TO BUC: 


5 F 
ЖЕ ` x “ z: m 
| ! d 1 & 
d | ಶಿರ 38 7 
O ВЕ ЕТ 
“ದೆ 
VS 3-2 ` 
QB 
FB - SCAN STUB TO BUC 


BLOCKING VARIATIONS 


LUCKI OR RICKI SERIES 


THIS SERIES IS A PROTECTION CALL THAT ALLOWS US TO GET 
THE DESIGNATED BACK INTO А PATTERN WITHOUT HAVING SWING 
PICK UP. THE UNCOVERED LINEMAN, OR LINEMAN TO THE CALLED 


SIDE HAS RESPONSIBILITY FOR MAC TO STUB (AS IN SCOT 


— P — m - —— —— 8 .— M 2. — 


PROTECTION). 
THE REMAINING BACK HAS RESPONSIBILITY FOR STUB, IF MAC 


BLITZES, OTHERWISE BUC. 


NOTE: LUCKY IS A LEFT CALL FOR THE LINE AND RICKY A 
RIGHT CALL. 


- = t 
---... ер m а 


VIKING RT 
CALL О VS 3-2 


ав 


ВС PLAYSIDE BACK=HAS FREE RELEASE | 
түт RUE ROUTE РЕМ B P.U. u 


ATTERN 


SCOT PROTECTION 


ЗАМЕ AS SCOT. PROTECTION RB REMAINING BACK HAS S.P.U. VS 1- 
= . DEF. 1ST OUTSIDE BACKER PLAYSIDE | 
TO 157 OUTSIDE BACKER AWAY 
PLAYSIDE. VS LO ALIGNMENT СЕЕСК 
220 1ST OUTSIDE PERSON PLAYSIDE 72 | 
SAME AS SCOT PROTECTION 1ST OUTSIDE PERSON AWAY PLAY SIDE ' 
NOTE=UNCOVERED LINEMAN MAY GIVE 
YOU HELP IF NO MAC DOG. KEY МАС ~ 
SCOT PROTECTION FOR YOUR HELP. | 


1 


| BLOCKING VARIATIONS | | 
1 = S m TOTII 
OFT SAME AS SCOT PROTECTION | UU АВР ЕПОВИ | 


SERIES & PROTECTION RICKY PATTERN 395 SWING CONTROL F 097105 r= 


AUDIBLE 65 


- 


TION || GUN RIGHT | ыны ва A 


TEE 


COACHING POINTS 


SERIES а PROTECTION RICKY PATTERN 595 SWING CONTROL Р OPTION 
Чинээ See с — ——— noon 
QUARTERBACK 
Резе је READ SAFETIES DROP 3 STEP 


PROGRESSION FB AND Z 


С.Р.5: 1. BEST VS. MAN COVERAGE - LB'ER ON FB. 
2. HIT FB ON BREAK. 
3. ZONE COVERAGE ANTICIPATE FB BREAK. 


REC. ADJs VS CLEO X Y 2-3 ADJ VS COV.2 
PROTECT TON S.P.U. RICKY ROUTE FLAT 
——P—[_—MW. V. — —sy>-  .  . ы 


‚= ಅ — з 


FULLBACK - F 


х 


< 


IN 


CIE SS: 1. MUST RECOGNIZE PRESS WITH JILL GOING AWAY FROM YOU. 


—— — ಅಟ e — —À— — MÀ — —— — —Ó ~ m аа ша ЛЕ НЕ RERUM 


С. P. 5: l. SWING PICK UP INSIDE TO OUTSIDE. 
2. NO DOG RELEASE ON FLAT ROUTE. 


LUCKY 
PROTECTION  N.S.P.U. RICKY ROUTE OPTION RELEASE OUTSIDE 


C.P.s: 1. YOU HAVE FREE RELEASE, GET GOOD WIDTH ON RELEASE. 
2. READ COVERAGE - RUN ROUTE OF COVERAGE - ALL OPTIONS, TECHNIQUES 


APPLY. 


SPLIT NORMAL - ROUTE, Бс ನ _ RELEASE _ VARIABLE . ADJ Vs CLEOZONE A ADJ. 


WE WILL RUN 15 YARD OUT BREAK WITH PRESSURE ON D.B. 


2. WE WILL O.S. У5..22 MAN. 
3. KNOW lst DOWN YARDAGE NEEDED. 


SPLIT NORMAL ROUTE 9 RELEASE BEST ADJ Vs CLEO NONE 


ADJ. VS. СОМ. 2: NONE 


GP asi 
SPLIT NORMAL ROUTE 5 _RELEASE VARIABLE ADJ Vs 215022) aes 
C.P.s: 1. MUST RECOGNIZE DIFFERENCE: BETWEEN 11 THIEF AND 22 MAN WITH 


PRESS ON YOU. 


SERIES & PROTECTION RICKY РАТТЕВМ _ Y GET OPEN SWING CONTROL 


AUDIBLE 60 


TION | GUN RIGHT СЕ | 


e ГА ——Y.i1—urrr ат Е 


амь — —— —— NT ಟಾ TER ಇ. 2... — — M ——— — M ——- 


COACHING POINTS 


6 
SERIES 8 PROTECTION RICKY PATTERN Y GET OPEN SWING CONTROL --- В 
QUARTERBACK | | рка 


Pu Sata READ  SAFETIES > prop 3 STEP 


PROGRESSION Z TO Y 


C.P.s: 1. CALL WILL BE MADE IN 3rd, 4th, Sth, 6th, 7th SITUATION 


2. TAKE 2, НЕ WILL THROTTLE IF ZONE, N.T. GO TO Y WHO WILL FIND . ..... 
OPEN SPOT | 


REC. ADJs VS CLEO X Y z 1 е ADJ VS COV.2 


HALFBACK . н 


PROTECTION 5.2.0... LUCKY RICKY ROUTE BASE OR "L" 


€————————————— B А 


С.Р.5: 1. SWING PICK UP INSIDE TO OUTSIDE Segoe 
2. YOU MAY BE CHECKING OUT BASE OR R & L BY GAME PLAN. 


FULLBACK Em 


х 


l< 


IN 


PROTECTION N.S.P.U. RICKY LUCKY ROUTE BASE RELEASE. OUTSIDE 
С.Р.5: 1. YOU HAVE FREE RELEASE 
4 


2, RUN BASE ROUTE, ALERT FOR BALL РОМ быш A 


SPLIT NORMAL ROUTE 8 RELEASE VARIABLE ADJ Vs CLEO NONE 
C.P.s. 1. NORMAL 8 ROUTE PROPERTIES 0-2 70777 
SPLIT NORMAL ROUTE GET OPEN - RELEASE OUTSIDE. ADJ, Vs, CLEO NONE 
ADJ. VS. COV. 2: | NONE нэ 
C.P.S: 1. OUTSIDE RELEASE ೨ BE AWARE OF CREATING OPEN LANE РОК 2 VS PRESS 
2. PUSH UPFIELD 10 YARDS AND TURN INSIDE - ADJUST TO COVERAGE | 

с 

SPLIT NORMAL ROUTE СЕТ OPEN 2--RELEASE INSIDE ADJ Vs CLEO NONE 


C.P.s: 1. RUB OFF UNDERNEATH THE OUTSIDE RELEASE OF Y | 
2. CROSS FIELD HARD IF MAN COVERAGE e RC Е Жі 52 


‚ BULL/CALF PROTECTION 


THIS PROTECTION IS USED IN NICKEL SITUATIONS WHEN WE 
“DON'T EXPECT A BLITZ. WE CAN RELEASE 5 RECEIVERS INTO 
THE PATTERN WITHOUT SWING PICKUP. VS 4 MAN LINES THE 
LINE SLIDES TO STUB (IN BULL PROTECTION) OR BUC (IN 


CALF PROTECTION). THE TACKLE OPPOSITE THE SLIDE 


—— DOUBLE “READS МАС ТО THE OUTSIDE RUSHER:— — 
VS 3 MAN LINES THE PLAYSIDE LINEMAN BLOCK SCOT. THE 


OFFSIDE LINEMAN BLOCK SCAT. 


VS А 4-3 THE CENTER WOULD BLOCK SCOT ON BULL PROTECTION 


AND SCAT ON CALF PROTECTION. 


OFT 


ҮЗ 3-3 SK 510. 


1. 5 MAN PATTERN 
2. CENTER BLOCKS TO STRONG 5102. 
3. USED VS L MAN FRONT MAN COVERAGE 


WEAKSIDE BACK=N.S.P.U. 


SAME AS SCOT 


SAME AS SCOT: 


SAME AS SCOT 


S 4 MAN LINE~SAME AS SCOT 
S 3 MAN LINE-SAME AS SCAT 


5.8 MAN LINE-DBL READ MAC TO DE 


-.. 


VS 8 
МА 3 MAN LINE-SAME AS SCAT 


"RUN RUB ROUTE. TU 


REMAINING BACKaN.S.P.U. 
RUN ARROW ROUTE. VS DOG ON 

RELEASE SIDE EXPECT TO GET BALL 
QUICKLY. 


` 


ROGER/LOUIE SERIES 


ROGER AND LOUIE IS A VARIATION OF FIRM/FLARE 

РКОТЕСТТОМ VS NICKEL DEFENSE. THIS PROTECTION 

IS ONLY USED WITH FOUR (4) DEFENSIVE LINEMEN. 

THE CALL ALLOWS US TO SET THE PROTECTION LEFT 
(LOUIE) - RIGHT (ROGER) BY THE ALIGNMENT OF _ 

ar DEFENSIVE PERSONNEL. THE PROTECTION ALSO GIVES 

OUR OUTSIDE RECEIVERS SITE ADJUST KEYS. 


BY DEFENSIVE ALIGNMENT KEYS, POSSIBLE FREE 
RELEASE BY THE BACKS. 


PWR 


Y PATTERN 


SAME AS CUBS PROTECTION 


SAME AS CUBS PROTECTION 


SAME AS CUBS PROTECTION 
C.P. VS OVER DEF - CALL 
LOU/RAY 


SAME AS CUBS PROTECTION 
C.P. VS OVER DEF - TAKE INSIDE 
BLITZER ON LOU/RAY CALL 


ОРС 


OFT 


‚ SAME AS CUBS PROTECTION ЕС 


2541 LOUIE PROTECTIcy 


3 4. ~ 
v £ `. T IAE 5 
а серн Ко а 
О 5, O 
5 
| 
LOU CALL le O в 4-2-3 
7 
227% Е 
(ಜಟ್ಟ. / 
ГЕ T p ИЕ y 
| Onos 
/ 
| | О 7 
Viking m ~ г 
Lt O О vs y. 
ರಾಕಾ ಪಾವಾ 
3 
Doy ш 7 
` N Yi E y^ 
қ Бе од / 
`  / 
| : m | 
С.Р. LU O O wo 
CALL 


QB USED ONLY WHEN 4 MEN TO 
WEAKSIDE 


BACK TO CALL SIDE - BLOCK 2nd _ 
_ —DOGGER FROM INSIDE OUT,-UNCOVEREI 
ШАШАМ HAS TEE 15% DOGGER - 


N/T RUN PATTERN. 


RB BACK AWAY FROM CALL - BLOCK 
DOGGER FROM INSIDE OUT YOUR 
N/T RUN ROUTE CALLED 


lst 
SIDE 


Wi 
өле 


BLOCKING VARIATIONS 


SERIES š PROTECTION RICKY PATTERN 619 SWING CONTROL F FLAG | 
ತಾ ಕಾಕ ЛАК ಸಾ ЕСН --------< a = 


AUDIBLE 


РТОМ GUN RIGHT | 


On ~ ~ ~ ಇಇ ~ ш. 


согог сэ ис тэл ee ee c кек ою s = Е 1I THIEF 


6 | 7 cU 7 = "COACHING POINTS 


SERIES & PROTECTION RICKY PATTERN 619. SWING CONTROL F FLAG 
QUARTERBACK | 
P.S.L. READ SAFETIES DROP 5 STEP 
PROGRESSION 


C.P.s: 1. .USED WHEN LONG YARDAGE IS NEEDED OR NEED BIG PLAY WITH LITTLE TIVE 
REMAINING. 
2. F WILL CATCH BALL IN 25 YARD AREA 


КЕС. ADJs VS CLEO X Y o 2 ADJ VS COV.2 


HALFBACK - H 


PROTECTION S.P.U. LUCKY RICKY ROUTE BASE 
C.P.s: 1. CHECK INSIDE TO OUTSIDE | Я 
2. NO DOG CHECK BASE ОК BY САМЕ PLAN 
FULLBACK - Е 
PROTECTION N.S.P.U. LUCKY RICKY ворт FLAG RELEASE OUTSIDE 
С.Р.8: 1. YOU HAVE FREE RELEASE 
2. PUSH VERTICAL 8 TO 10 
X 
M cro СА SPLIT- NORMAL - г ROUTE SN  -- —RELEASE VARIABLE ADJ Vs ULEO NONE --— 
C.P.s: 1. NORMAL 6 ROUTE PROPERTIES 
2. KNOW FIRST DOWN YARDAGE NEEDED 
x 
SPLIT NORMAL ROUTE 1 RELEASE STRAIGHT ADJ Vs CLEO NONE 
ADJ. VS. COV. 23 NONE 
C.P.s: 1. NORMAL SPEED TURN 1 ROUTE - ATTRACT UNDERNEATH COVERAGE. 
2. KNOW FIRST DOWN YARDAGE NEEDED Ü 
2 


SPLIT NORMAL ROUTE 2 RELEASE VARIABLE ADJ Vs CLEO NONE 


C.P.s: 1. NORMAL 9 ROUTE PROPERTIES і 


AUDIBLE __66 es 


` 


FORMATION GUN RIGHT 


11 THIEF 


O O $ OO 


^. ಫಯ = ~ ~ ~ - о ಇ 
ಲೌ 
[| 
$ 


= m ° 11 BLITZ 


10 


ee 
tut 


COACHING POINTS MEO 


SERIES & PROTECTION RICKY PATTERN 226 X CROSS SWING CONTROL F spoot 
; = а, ‚ — 
QUARTERBACK 
PSL. READ = epo NES 
PROGRESSION 
» 1. BEST VS MAN COVERAGE 


CPs 


REC. ADJs VS CLEO X Y 


2. .LOOK FOR FB lst У.Т. ALERT X AND Y 
3. IF ZONE ALERT X & Z 


t 


Y's ADJ VS CV. 2 


HALFBACK 
pu PROT SoTL SD RICK LUCKY ROUTE BASE 
С.Р.5: 1, CHECK LB'ers BEFORE BASING OUT. 
FULLBACK 
PROTECTION N.S.°.U. ~ ROUTE SHOOT RELEASE 
C.P.s: l. PUSH VERTICAL BEFORE MAKING OUTSIDE SHOOT MOVE. 
THIS WILL HELP Y CAUSE TRAFFIC PROBLEM FOR MAN COVERING YOU. 
2. ADJUST IF CUT OFF DEEP OR ZONE. 
X йн, зрад ад А Tu 


SPLIT “MINIMUM — КОПТЕВО 


< 


IN 


С.Р.5: 


SPLIT 


LEASE-INSIDE ಪಾತಿ V's -CLEO—yove — 


NORMAL - ROUTE ZERO RELEASE INSIDE ADJ Vs CLEO Noxz 


ADJ. VS. СОМ. 2: NONE 


C.P.s: 


SPLIT 
C.P.s: 


1. ADJUST SPLIT TO CAUSE TRAFFIC PROBLEM FOR MAN COVERING F. 
2. PUSH VERTICAL FOR 5-7 YARDS BEFORE CROSSINC. 
3. COME HARD UNTIL MESH WITH X - READ MAN-ZONE. | 


NORMAL ROUTE 6 RELEASE INSIDE ADJ Vs CLEO хохь 


1. NORMAL 6 ROUTE PROPERTIES 
2. SOMETIMES CAN CAUSE TRAFFIC PROBLEM FOR MAN COVERING F - BE ALERT 


В < ಅ ಊಂ ГЭРЧ... m ಆ ЖЭ 
2.41 “~ 2. часі 


5 > `. tw ee LP 
=“. зо ume ಆ TAL .... wow enw we wel T 


Frisco 
Call 
VS 3. 
P 
w м 
M» , 1 
Бос 5 
0೧೧೦೦ 
QU EET a 
Frisco 
Call J 
| О ys 3-2 
NEN 
б боб! J 
Frisco 
Call s 2-2 
l. 5 MAN PATTERN 
2. CENTER BLOCKS WEAK 
PWR PATTERN QB 3. USED E MAN FRONT MAN 
OWR PATTERN BC WEAKSIDE BACKsN.S.P.U. RUN 227 
` CALLED. 


VS 4 MAN LINE-DBL READ MIKE TO 
DE | 
VS. 3 MAN LINE-SAME AS SCOT 


VS 4 MAN LINE - READ TO BUC 
IF UNCOVERED 


RB STRONGSIDE BACK N.S.P.U. ВСУ 
PG VS 3 MAN LINE - SAME AS SCOT 


ROUTE CALLED, VS ONE МАЯ DOG - 
BLITZ YOUR SIDE YOU ARE НОТ. 
YOUR BLITZ CONTROL ROUTE #1-- 
BY GAME PLAN. 


VS 4 MAN LINE - READ TO BUC IF 
C UNCOVERED. 
VS 3 MAN LINE - SAME AS SCAT 


SAME AS SCAT 
OFG 


BLOCKING VARIATIONS 
OFT SAME AS SCAT 


(RUB WEAK) 
5 <- Бэх 73 сл e СИ Ае а а ಬಜ್‌ ы 2 рэг . 4 й 
тух 
УМ +ол AA Д 
е š; 
3/3 даос) „Тъй: "ПО 
S STEPS 
56017 3 yas | Í O WAX - <у25 
EROM 2.86 > лом (фес 
2 $ p 
^ 
C 
0 У F J 
B s С B E ೬1 
J | С. 
м освоо © WS le 20% 


-.. SERIES 4 PROTECTION BULL 


PATTERN 299 ұтыс CONTROL RUZ ARES 
НИ 


ಹ © 
© 9:2285257-2 


22 ZONE 
1 F 1 
C | | 
: : в” 1 
“ДоооФо 1 
Cx CX 
N 
е = = 


97 


BI 250572 е 
SERIES а ЗАСТІСТІОМ ВИЕ PATTERN 299 ENING Ca RUB АРА 
——ansss a 
QUARTERBACK 
221 SAFETIES READ BUCK ПАОР GUN 3 STEP/REG 5 517? 
PROGRESSION 
MAN = SHOOT 
322. ADJs VS CLEO X NONE Y NONE Z NONE Y's ADI VS ೦೯.2 NE 


НАБЕЗАСК - H 
РАОТ 522200 ROUTE RUB ~ ADJUST 


С.Р. MAKE MAN RESPONSIBLE FOR COVERING FB GO BEHIND МАМ COVERING YOU 


око Он лсын ZONE - “FIND “SEAM OVER CENTER - Г SHOWING YOUR Mi "NUMBERS © “ТО dB 


PROTECTION ROUTE ARROW RELEASE 


С.Р. ALIGN 41 YARDS DEEP FROM ಓ.೦.5. NOT LINEMAN 
ARROW NOW. ZONE - PUSH UP 2/3 YARDS; MAN 
RUN ARRCW ON 1.0.5. 


x 
SPLIT NORMAL ROUTE 2 FIRM RELEASE ADJ Vs СІЗ NONE 
Y х 
Serie: 2107/2. ROUTE 9 ' RELEASE OUTSIDE ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: NONE 
2 ~ 


SPLIT NORMAL ROLTE о RELEASE ОП: ADJ Vs CLEO NONE 


——ÓÓ———— 


| 522 RUB 
SERIES & PROTECTION SALE PATTERN SWING CONTROL 7-25:32. icc 
Е (RUB STRONG) 


5 | 3 | С J F 
B ~mm, ° B 3 
| C 
© ENG оовсосе 
| саа ее 
О 5 46 | О 5 


9 ZORRO 7 BRACK 
i : 
б 
ООФОФО 


E ИЕ -F — 
B | — 
с —TTW C с 
— — 
О----------” 
| о 22 ZONE O 22 MAN 
J E. : Ü — 
3 B —m———VƏ., :a.,⁄—. А C 
ery 


44 152122 


COACHING POINTS 


SERIES & PROTECTION CALF PATTERN 922 RUB SWING Соптасі FeCROSS/A 
QUARTERBACK 
о с т. SAFETIES READ 7ОМЕ/МАМ naop GUN 3 STEPS ВЕС 5 57 


PROGRESSION 


Y IN HOLE 


MAN = ARROW TO 2 ROUTE 


REC. ADJs VS CLEO 


HALFBACK - Н 


о + -—- 


FULLBACK = F 


PROTECTION 


x NONE Y NONE z NONE Y's ADJ VS Cov. NO: 


ROUTE UNDER 


p———— ÁÁ—— auc 


C.P. SPLIT 3 YARDS FROM D.E. RELEASE NOW AT 3 YARDS AND. 
--—-RUN ACROSS UNDER tB's | 


PROTECTION 


— — — ee — -— 


ROUTE ARROW RELEASE 


C.P. ALIGN 4} YARDS FROM 1,.0.5. NOT OL - RELEASE NOW FOR ARROW. 
ZONE - PUSH UP 2/3 YARDS; MAN - RUN ARROW ON 1.0.5. 


— 


Х 
SPLIT NORMAL ROUTE 9 RELEASE OUTSIDE ADJ Vs CLEO NONE 
X 3 YARDS FROM 
SPLIT__INSIDE КЕС. ROUTE 2 RELEASE INSIDE ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: NONE 
С.Р. ANGLE АТ MAN WHO EAS THE BACK МАХ FOR MAN 
2 ч 


SPLIT NORMAL 


ROUTE FIRM 2 RELEASE VARIABLE ADJ Vs CLEO NONE 


8 
SERIES & PROTECTION _ AF PATTERN || 595 SWING CONTROL Р OPTION zzi- 
------ 


AUDIBLE 65 


FORMATION GUN RIGHT ы. ಟ್‌ \ 


` 
о „= - <“, 


~ 


9 ZORRO 7 BRAC 


COACHING POINTS 


SERIES & PROTECTION CALF PATTERN 595 SWING CONTROL F OPTION-F 
QUARTERBACK | 
В.з... READ  SAFETIES DROP 3 STEP 
PROGRESSION FB AND Z 
C.P.s: 1. BEST VS. MAN COVERAGE - LB'ER ON FB. 
2. HIT FB ON BREAK. 
3. ZONE COVERAGE ANTICIPATE FB BREAK. . 
4. ALERT S.A. TO FB LM 
REC. ADJs VS CLEO X FADE Y 2 FADE ADJ VS COV.2 1-೨೦. 
HALFBACK - H - 
PROTECTION N.S.P.U. ROUTE FLAT 


—ra arwa 


= —P 28::-152:ТЕВЕЕ-ВЕЦЕАБЕ-2-КОМ-РЫАТ-45 ALL COVERAGES —- E 


FULLBACK - F | 
PROTECTION 8.5.2.0. ROUTE OPTION 


> 


READ COVERAGE - RUN ROUTE ОР COVERAGE - 
APPLY. 
5, ALERT S.A. VS 1-MAN COMING YOUR SIDE 


RELEASE СО 


C.P.s: 1. YOU HAVE FREE RELEASE, GET GOOD WIDTH ON RELEASE. 


ALL OPTIONS, TECHNIQUES 


Х 
SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs CLEO FADE 
-- ps 1L MUST RECOGNIZE PRESS WITH JILL-GOING AWAY =F ROM YOU —— = 
WE WILL RUN 15 YARD OUT BREAK WITH PRESSURE ON D.B.. 
2. WE WILL RUN 5 RT VS 22 MAN | 5 
3. KNOW 18: DOWN YARDAGE NEEDED. 
SPLIT NORMAL ROUTE ೨ RELEASE BEST ADJ Vs CLEO NOS: 
ADJ. VS. COV. 2: POST 
С.Р.5: 1. SPLIT DISTANCE BETWEEN OT/2 
2. NO FREE SAFETY - BREAK АТ 42 YDS TO 22/25 YDS ON HASH 
3. DOUBLED - TAKE THEM BOTH OFF 5 
4. PRESS - 9 ALERT 
2 
SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs CLEO FADE 
ИИИНИН DS DISET ELT pd . EE 
C.P.s: 1. MUST RECOGNIZE DIFFERENCE BETWEEN 11 THIEF AND 22 MAN WITH 


PRESS ON YOU. 
2. KNOW lsc DOWN YARDAGE NEEDED. 


10 


SERIES 4 PROTECTION 


5 PATTERN 595 


SWING CONTROL Е OPTION 224: 
а ИЦ 
AUDIBLE 95 


FORMATION GUN RIGHT 


Су--.». = - das - 


о < 


COACHING POINTS 


RRR a _______-_--------__--__--| 


SERIES & PROTECTION BULL PATTERN 595 SWING CONTROL H-OPTION R: 


| QUARTERBACK 
P.S.L. READ_SAFETIES DROP 3 STEP 


—aara nT но 


PROGRESSION H AND X 


С.Р.$: 1. BEST VS. MAN COVERAGE - HIT HB ON BREAK. 
2. ZONE COVERAGE ANTICIPATE HB PATTERN. 


REC. ADJs VS CLEO Х FADE Y Z ЕЕ ADJ VS СОУ.2 1-25 


HALFBACK - H 


ROUTE OPTION 


PROTECTION  N.S.P.U. | 


CPSU HAVE FREE RELEASE СЕТ WIDTH. —---=-_-_ 
READ COVERAGE. 

MAKE NORMAL OPTION ADJ. VS. MAN OR ZONE. 

YOU SHOULD GET 6 TO 7 YARDS ON CATCH. 

ALERT - S.A. VS ONE MAN COMING YOUR SIDE. 


wn & о ~ 


FULLBACK - F 
PROTECTION... о ROUTE .. FEA! RELEASE OUTSIDE 


CES: 1. FREE RELEASE - RUN FLAT VS ALL COVERAGES 


Х 
SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs CLEO FADE 
== o 025 ep sS: == |; MUST -RECOGNIZE DIFFERENCE “BETWEEN 11 THIEF AND 22 МАН. = === 
WITH PRESS ON YOU. 
2. KNOW 1ST DOWN YARDAGE NEEDED. 
ү 2 , - 
52:14 NORMAL ROUTE 9 RELEASE BEST ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: POST 
C.P.s; 1. SPLIT DISTANCE BETWEEN 07/2 
2. NO FREE SAFETY - BREAK AT 12 YDS TO 22/25 YDS ON HASH 
5. DOUBLED - TAKE THEM BOTH OFF 5 
4. PRESS - 9 ALERT 
2 
$ SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs СЕО FACE 
C.P.s: 1. MUST'RECOGNIZE DIFFERENCE BETWEEN li THIEF AND 22 MAN 


WITH PRESS ON YOU. 
2. KNOW 1ST DOWN YARDAGE NEEDED. 


STOP 


12 - | | 
PATTERN | 385 SWING CONTROL 


523225 8 PROTECTION Аш? 


AUDIJLE ಎ 5: 


FORMATION SPLIT RT 


~ _ - E 
с : Co 
. b vos 
75; "wx м" 
O O | O O 
ве 


ж SWITCH 
OVER. 6 


4 eon 


ИН, 


SERIES & PROTECTION CALF PATTERN 393 65156 CONTROL 5102 
QUARTERBACK 
о ст READ AWAY FROM JILL ೧೩೦೨ 5 STEP 


PROGRESSION Y TO BACK TO OUTSIDE RECEIVER m 


C.P.'s 1. Y TO BACK ON WEAK SIDE 
2. 2 COVERAGE ALERT BACK ON WEAK SIDE TO Y 
3. MAN - THINK OUTSIDE RECEIVERS 
4. ALERT - 2 BLITZES WEAK HIT BACK - 2 STRONG HIT Y 


REC. ADJs VS CLEO X Y Z Y 5 ADS VS 02723 
HALFBACK - H 
PROTECTION CALF ROUTE STOP 


FREE RELEASE —--STOP_ROUTE_TAKES_CARE OF ANY -S.A = 
(RUN LIKE CHOICE VS MAN) 


FULLBACK - F 
PROTECTION CALF ROUTE 5708 RELEASE 
C.P.s: 1. FREE RELEASE - STOP ROUTE TAKES CARE OF ANY S.A. 
(RUN LIKE CHOICE VS MAN) 
x 
SPLIT ROUTE 23 RELEASE ADJ Vs CLEO 


NN: —C. P. „18: aol --6 БТЕР SPEED CUT AR re: AS 


ESR OS a eee ee 23 “COV = = == БАРЕ ರಾಸ шш T с 
3. PRESS - 9 ЕТ | 


Y 
SPLIT ` ROUTE |З RELEASE ADJ Vs CLEO YONE 
ADJ. VS. COV. 2: NONE 
C.P.'s: 1. GOOD HEAD AND SHOULDER БАКЕ 
2. INSIDE RELEASE - PUSH UP 8 - 10 YARDS - FIND HOLE INSIDE 
3. VS МАМ - STAY WITH ROUTE АТ 8 - 10 YARDS 
2 
SPLIT ROUTE Š RELEASE ADJ Vs CLEO 
І ST AAT TS ој - 
ру C.P.'s: 1. 6 STEP SPEED CUT 


2. COV 2 - FADE 
3. PRESS - 9 RT 


14 


528235 6 ೨80೦20 20-2 
AUDI3LZ BULL 83 


FORMATION PLIT 2 


COVER 4 


PATTERN 


243 


SWING CONTROL 


STOP 


00953728 ಅತಾ 


тот ಒಡ ಯಾ 
w mite 


COACHING 


SERIES 8 PROTECTION BULL PATTERN 393 SWING CONTROL ТОР 
ы 
| QUARTERBACK 
== ж READ AWAY FROM JILL naop 5 STEP 
от 2-0 ತ ಗು ಸತರ а 
PROGRESSION Ү TO BACK TO OUTSIDE RECEIVER 
C.P.'s 1. Y TO BACK ON WEAK SIDE 
2. 2 COVERAGE ALERT BACK ON WEAK SIDE TO Y 
3. MAN - THINK OUTSIDE RECEIVERS 
4. ALERT - 2 BLITZES WEAK KIT BACK - 2 STRONG HIT Y 
REC. ADJs VS CLEO X Y z уа KDP Мб сао 
HALFBACK - H 
PROTECTION CALF ROUTE STOP 
1. FREE RELEASE - STOP ROUTE TAKES CARE OF ANY S.A. 
е сс с {RUN “LIKE CHOICE VS МАМ) ———————— —————— —— —— : 
FULLBACK - F 
PROTECTION CALF ROUTE STOP RELEASE 
С.Р: 1. FREE RELEASE - STOP ROUTE TAKES CARE OF ANY S.A. 
(RUN LIKE CHOICE VS MAN) 
Х 
SPLIT ROUTE 3 RELEASE ADJ Vs CLEO 
C.P.'s: 1. 6 STEP SPEED CUT 
xc cae Ne а. COV 2 = FADE ———— = Sens. — SF 
па — PRESS 2 9 RT Б 
ї 
SPLIT ROUTE 4 RELEASE ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: NONE 


C.P.'s 14 
2. 
LT 
z 
SPLIT 
t ೦.2.18: 1. 
2. 


3. 


GOOD HEAD AND SHOULDER FAKE 
INSIDE RELEASE - PUSH UP 8 - 10 YARDS - FINB HOLE INSIZE 
VS MAN - STAY WITH ROUTE AT 8 - 10 YARDS 


ROUTE 3 RELEASE ADJ Vs CLEO 
6 STEP SPEED CUT 

COV 2 - FADE 

PRESS - 9 RT 


16 мн 


мал PATTERN 595 5220 CONTROL — H-COMESACK у VII 


tu 


SERIES в ФЗОТІСІІОХ 


5299 


АСОТЗ12 


TORMATION РАА FLEX | q EI») 


COACHING POINTS 


H-COMEBA 
SERIES & РАСТЕСТІОМ BULL РАТТЕКМ 995 SWING CONTEC. OPTION 
—— 
( QUARTERBACK 
x Bs 12 READ  SAFETIES DROP 7 STEP 


PROGRESSION ЁЗ AND 2 


C.P.'s: 1. BEST VS MAN - LBer ON FB 
г. ZONE - HIT FB IN HOLE 
3. BE READY TO PLANT & THROW ON 7th STEP 


REC. ADJs VS CLEO X FADE Y Z POST Y's ADJ VS COV.2 NOK 


HALFBACK - H 
PROTECTION ROUTE СОМЕВАСК 


C.P.'s: 1. SPLIT N«5 REL O.S. GO 18 YARDS COMING BACK TO 9 


E 2... PRESS - NO ADJUST ವೆ га ass Qasa о 


А о = БАРЕ 


БО 12 28 
PROTECTION CALF RoUTE OPTION RELEASE +3 EMLOS 
C.P.S: 1. FREE RELEASE OPTION ROUTE 


; 2. 3-4 - MAC/STUB - S.A. ARROW (2 COME) 
V 3. 4-0 - STUB - S.A. ARROW (1 COME) 


X 
SPLIT 585 ROUTE 2 RELEASE ADJ Vs CLEO 
oa CP's: 1. SPLIT N+5 - 5 RT WITH ADJUSTMENTS ಎ 216 
Ү 
SPLIT 1/2 Н/ОТ RoUTE SEAM 9 RELEASE 0:5. ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: _ NONE 
C.P.'s: 1. RELEASE 0.5. TO I.S. EDGE OF #'s - RUN SEAM 9 RT WITH 
NO ADJUSTMENTS. 
z 


SPLIT 1⁄2 2/27 ROUTE SEAM 9 RELEASE 0.5. ADJ Vs CLEO POST 


- RUN SEAM 9 RT 


C.P.'s: 1. RELEASE 0.5. TO I.S. EDGE OF #'s 
AT 12 YDS - POST (LIKE 99) 


2. NO FREE SAFETY IN MIDDLE JAB 


15 


523225 & PROTECTION CALF 


AUDI3Lz 65 
FORMATION FAR FLEX / GUN FAR FLEX 


PATTERN 995 


SWING 


7 парт 


CONTROL NSE 


ALK 1 


ВЕС. ADJs VS CLEO Х FADE Y 2 POST Y's ADJ VS COV.2 NON 
HALFBACK - H 

PROTECTION ROUTE COMEBACK 

C.P.'s: 1. SPLIT N«5 REL O.S. GO 18 YARDS COMING BACK TO 9 

2. PRESS - NO ADJUST | Л ಜ್‌ 
——— LED SSCOVER-2 SB ADE ಕಾ — ಘಾ ್ಮ ಜ್ತ —— 

FULLBACK - F 

PROTECTION CALF RouTE | | OPTION RELEASE +3 EMLOS 

C.P.s: FREE RELEASE OPTION ROUTE 


COACHING POINTS 


| Е H-COEZEA 
SERIES & PROTECTION CALF | РАТТЕАМ 995 ее ass ೦87708 
QUARTERBACK 
217 READ SAFETIES DROP 7 STEP 


I» 


l< 


из 


_С.Р.'з:; 1. SPLIT N+5 - 5 RT WITH ADJUSTMENTS 


PROGRESSION FB AND 2 


С.Р.'з: 1. BEST VS MAN - LBer ON FB 
2. 2ОМЕ - HIT FB IN HOLE 
3. BE READY TO PLANT & THROW ON 7th STEP 


4 
2. 3-4 - MAC/STUB - S.A. ARROW (2 COME) 


SPLIT N+5 ROUTE 2 RELEASE ADJ Vs CLEQ 


sPLIT 1/2 HOT Roure  SEAM 9 RELEASE. | 0-5. ADJ Vs CLEO NONE 


ADJ. VS. COV. 2: NONE 


C.P.'s: 1. RELEASE O.S. TO I.S. EDGE OF f's - RUN SEAM 9 RT WITH 
NO ADJUSTMENTS. 


SPLIT 1/2 Х//7 ROUTE SEAM 9 RELEASE 0.5. ADJ Vs CLEO POST 


C.P.'s: 1. RELEASE 0.5. TO I.S. EDGE OF #'s - RUN SEAM 9 RT 
2. NO FREE SAFETY IN MIDDLE JAB AT 12 YDS - POST (LIKE 99) 


NICKEL PACKAGE 


FORMATIONS 
RUNS/SCREENS 
PASS 


SHOTGUN FORMATIONS 


ооопоо 3, © ООПОО® 
© 
GUN SPLIT LEFT GUN SPLIT RIGHT 
@ ೧೦೫೦೦ @ @ оопоо 
8) Ф 
О О 
GUN LEFT GUN RIGHT 
@ оопоо ಅ © ೦೦೧೦೦ 
@ @ ® : 
О О 
GUN DIG LEFT GUN DIG RIGHT 
@ оопоо @ | ® оопоо Ф 
@ @ @ @ @ 
О О 


SHOTGUN FORMATIONS (Con't.) 


км 


೦. 
O ` 
О 
О 
О 
T 


GUN DUEL LEFT 


GUN TRIPS LEFT GUN TRIPS RIGHT 


GUN TWIN LEFT 


2 OODOO 
© 


о 9 
GUN TRIO LEFT 


GUN TWIN RIGHT 


@ e mie ೪ © 
© У Е 
О 
GUN TRIO RIGHT 


3 SHOTGUN FORMATIONS 


а ӘООПОО P % (9 @ 0೧೦೦೪ 
5798 | ೦೮ 
GUN FAR LEFT | _ GUN FAR RIGHT 

@ ೨೪೦ ೫೨9 ೩ ® e. ообоо 

@ @ @ 
O © | | @ О 

(UNDER) U GUN LEFT (UNDER) U GUN RIGHT 

@ ообоо © © шанг 
@ O O © 

(OVER) O GUN LEFT (OVER) O GUN RIGHT 
೦೦೦೦೦ | |  oonoo 


NICKEL RUNS/SCREENS 


"СТЕ 34-35 
38-39 BIM SWEEP 
32-33 TRAP (32-33 DIRECT) 
34-35 LEAD DRAW | 
H SHOVEL АТ 4 
FK 38 - THROWBACK 


sD 


SCREEN LT TOF | 
929 F CROSS TRAIL 


PLAY 213 35 PLAY CTR 34 


= Е 18 Е ಹ 


ем UNDER CALL 
D 


O 


PLAY ZIN GUN SPLIT - RT 38-39 BIM SWP 


OVER-0 


UNDER -0 


PLAY GUN RT - 32-33 TRAP 


UNDER-0 


(32-33 DIRECT) 


8 
PLAY GUN RT - 34-35 LEAD DRAW PLAY GUN RT - н SHOVEL AT 3 


OVER-0 - E . | OVER-0 


UNDER -0 UNDER-0 


PLAY GUN RT - FK 38 SWP-BIM THROW BACK PLAY GUN R - QB DRAW 


С 
4-0 
C 
ಈ 
OVER-0 OVER-0 
N 


UNDER-O 


PLAY LUCKY SCREEN LEFT TO F PLAY LUCKY 929 F CROSS - ТА. 


OVER-0 | OVER-0 


K О | : 
UNDER-0 SM E UNDER-0 


рам лекар M MÀ ಜ್‌ 


ev 


NICKEL PASSES 


FLARE 545 READ AUD 85 
FLARE 566 Е FLAT IN AUD 86 “lan ( СЕ 
CUBS AUD 93 Y OR H OPTION 
CUBS 326 H-UP AUD 91 * Qus 
CUBS 343 DBL CHOICE AUD 93 
CUBS 726 H-CROSS AUD 97 lloyd (ен 
CUBS 999 H-UP AUD 99 

CUBS 595 H-OPTION AUD 95 

CUBS 695 H-READ CHECK AUD 96 

CUBS 466 H-READ 


“ere “or. ræ > 
7 G eons г. 2 


- CUBS -272-H-FLAG В AUD-92 ———  —-———-_— ಮಿ ಯು ಜಯದ 


RICKY 595 F OPTION AUD 65 

RICKY Y GET OPEN AUD 60 

RICKY 619 F FLAG 

CUBS 272 X GET OPEN 

CUBS 272 Z GET OPEN 

CUBS 226 X CROSS H 5НООТ AUD 40 
RICKY ZZ6 X CROSS F SHOOT AUD 66 
SIGHT ADJUST BLITZ CONTROL 


77 


SERIES 8 PROTECTION FLARE РАТТЕВМ 545 SWING CONTROL READ 
AUDIBLE 85 
FORMATION GUN RIGHT ' 
| mE M. Xd ias 
датою ` F 
| В 5 С 
у с 
| Y 


RRO 7 BRAC: 


© 9 20 


5 


COACHING POINTS 


SERIES & PROTECTION FLARE PATTERN 545 SWING CONTROL READ _ 
QUARTERBACK 
P.S.L. READ SAFETIES DROP 5 STEP 


PROGRESSION OUTSIDE RECEIVER TO BACK TO Y 
C.P.s: 1. GOOD VS. MAN OR ZONE. 


2. ALERT BACKS WILL RUN FLATS IF MAN. 
3. ALERT Y GOES TO POST ON 22 COVERAGE. 


REC. ADJs VS CLEO X Y 2 ADJ VS СОМ.2 


HALFBACK . H 
PROTECTION  S.P.U. BUCK ROUTE READ 


_— .— = C.P.s: 12-08-8008 --МО -00С RUN-READ ROUTE — — _ ————====. 


FULLBACK - F 
PROTECTION S.P.U. STUB ROUTE READ RELEASE OUTSIDE 


" C.P.s: 1. CK STUB - NO DOG RUN READ ROUTE. 


X 
SPEIT.. 5529. ROUTES RELEASE VARIABLE ADJ Vs CLEO zone ADJ. 


-z= P 31717 NORMAL 5 ROUTE PROPERTIES. TE SS ಮಜಾ ಉಂ 
2. KNOW 157 DOWN YARDAGE. 


l< 


SPLIT TIGHTER ROUTE 4 RELEASE BEST ADJ Vs CLEO хонь 
ADJ. VS. COV. 2: POST 


С.Р.8: 1. NORMAL MIDDLE 4 PROPERTIES. 
2. KNOW 1ST DOWN YARDAGE NEEDED. 


IN 


SPLIT | NORMAL ROUTE 5 RELEASE vagrAsLE ADJ Vs CLEO zone ADJ. 


C.P.s: 1. NORMAL 5 ROUTE PROPERTIES. 
2. KNOW 1ST DOWN YARDAGE NEEDED. 


14 


SERIES & PROTECTION FLARE PATTERN 566 SWING CONTROL F FLAT ІМ 


AUDIBLE 86 


FORMATIONGUN RIGHT 


COACHING POINTS 


SERIES & PROTECTION FLARE PATTERN 566 SWING CONTROL F FLAT IS 
ы, 
| QUARTERBACK | 
мэ В 
P.5.L. READ  SAFETIES DROP 5 STEP 


PROGRESSION Z TO Y TO F 
C.P.s: 1. THINK OF Z WITH Y CLEARING INSIDE 6 FB IN FLAT. 


2. ALERT POST 6 BY Z VS. 22 COVERAGE. 
3. ALERT S ROUTE BY X IN PRE SNAP LOOK. 


REC. ADJs VS CLEO X Y 2 ADJ VS COV.2 


RALFBACK . H 
PROTECTION S.P.U. BUCK ROUTE IN 


ч =P. sS; 1 L ВВ U RUCK о ಸ = a но 
2. МО DOG RUN IN ROUTE. 
3. YOU MAY RELEASE INSIDE OR OUTSIDE. 


FULLBACK - F 
PROTECTION S.P.U. STUB ROUTE FLAT RELEASE OUTSIDE 


С.Р.5: 1. NO DOG - RUN FLAT ROUTE. 


х 


SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs ULEOZONE ADJ. 


ToS TSS сорта = YZ NoRMALƏ ROUTE PROPERTIES eee 
2. KNOW 1ST DOWN YARDAGE NEEDED. 


SPLIT NORMAL ROUTE 6 RELEASE BEST ADJ Vs CLEONONE 
ADJ. VS. СОУ. 2: NONE 
C Pusi 1. B.P. IS 14 YARDS. | 
2. MUST CROSS AT LEAST TO WEAK GUARD BEFORE SETTLING IN 
A ZONE HOLE. : 
3. 'VS. PRESS CONVERT ТО RUN AWAY. 
2 


SPLIT Max ROUTE 6 RELEASE VARIABLE ADJ Vs CLEONwoNE 


CaF 25: 1. B.P. IS 18 YARDS. 
2. CONVERT TO POST - 6 VS. 22 ZONE. 
3. VS. PRESS - CONVERT TO 14 YARD RUN AWAY. 


25 


SERIES 8 PROTECTION CUBS PATTERN AUD 93 Y OPTION SWING CONTROL H CHO, 

OR 93 H READ . ` 

AUDIBLE 

FORMATION GUN RIGHT 

EN 

A^ ч 
B 9 C 

С C 


11 THIEF 
AUD 93 Y OPTION | AUD 93 Y ОРТТОМ 
2 : r ç : : | : | 
| 3 5 2 3 5. : 1 
соФоо | ООФОО | 
CE EE a ಎ... p MM "LX эг? __ © ... 9 ZORRO 7 BRAC 
mE AUD 93 Н READ а 2 СА 93 Н READ - | | 
: F | 
J т 4 
- SEL. з з c] c 
оофоо ооФоо | с 
Í sca e 
| ° | © 
= 22 ZONE | о 22 MAN 
2480293 H READ 1 5 AUD 93 H READ 
1 ₹ 
т oogoo ъофоб — 


= | © 


COACHING POINTS г 


SERIES 6 РКОТЕСТТОМ CUBS PATTERN 92/Y-OPTION SWING CONTROL CHOICE/READ 
| JOR H-READ 
UARTERBACK ОЧУ Ти | а 4 
P.S.L. READ SAFETIES DROP 3 STEP 
PROGRESSION 3 Ыса с 
СОР es 1. ALERT TO HIT OPTION ROUTE IF MAN UNDER. 
ಸಜ. 2. ALERT TO HIT CHOICE ROUTE ЇЕ 20МЕ UNDER. 
3. G.P. WILL DETERMINE Y OR H AS STARTING POINT. 
4. OUTSIDE RECEIVER TO SIDE OF OPTION WILL ALWAYS RUN 9. 
REC. ADJs VS CLEO X Y 2 Y's ADJ VS COV.2 
HALFBACK 
PROTECTION N.S.P.U. CUBS ROUTE CHOICE/READ 


(он. Сре. J CHOICE ROUTE IF NOT CALLED ON OPTION. ________________ 
——— ИНИ 97: 59 Е YARDS AND ANGLE BACK ON CHOICE = LEVERAGE AWAY === 
FROM CLOSEST COVER MAN. 
3. 8 YARD OPTION OUT CUT VS MAN - OUTSIDE RECEIVER WILL ALWAYS 
CLEAR ON 9 ROUTE. 


_ FULLBACK 
PROTECTION 5.Р.0. CUBS ROUTE BASE RELEASE OUTSIDE 
Са С.Р.5: 1. CHECK INSIDE TO OUTSIDE LB'ers 
2. NO DOG CHECK BASE 
x у 
SPLIT NORMAL ROUTE 3/9 RELEASE STRAIGHT ADJ Vs CLEO ZONE ADJ. 
ಸೂರ ಘರ್ಯಿಯ್ಯ Ср, NORMAL 3 ROUTE PROPERTIES IF NO-OPTION CALL YOUR SIDE.  - = _ 
2. NORMAL 9 ROUTE PROPERTIES IF OPTION CALL YOUR SIDE. . 
1 
SPLIT NORMAL ROUTE 4-CHOICE RELEASE BEST ADJ Vs CLEO NONE 
K ushaq МЛ ನರ ರ್‌” ae ЖМК 


ADJ. VS. СОМ. 2: NONE 


С. ಬಗ 1. CHOICE ROUTE IF NOT CALLED ON OPTION. 
2. 20 YARD OUT CUT IF CALLED ON OPTION - SIT 
DOWN IF COVER OUTSIDE YOU. 


2 
SPLIT NORMAL ROUTE 3/9 RELEASE STRAIGHT ADJ Vs CLEO 205: АЈ 
С.Р.5: 1. NORMAL 3 IF CHOICE YOUR SIDE 


2. NORMAL 9 IF OPTION YOUR SIDE 


| pen] 


Š Қ 
SERIES 6 PROTECTION CUES 


AUDIBLE 91 


FORMATION GUN DUEL RIGHT 


ав ——  — -..- . 


PATTERN 


326 


SWING CONTROL 


H UP 


——  ——M ee: 


ಇ C.Pis: З, GET OUTSIDE RELEASE. 
25 
3 


COACHING POINTS 


SERIES & PROTECTION CUBS PATTERN 326 SWING CONTROL 8 UP 
QUARTERBACK 
ಓಜಾ Oe READ SAFETIES DROP 3 STEP 


ROTER 
PROGRESSION Y TO Z 


Сар 1. BEST VS. MAN - 3RD 4, 5, 6, 7 SITUATION CALL. 
2. Y HAS OPTION TO RUN JUKE WHEN ABSOLUTELY NECESSARY. 
3. ALERT FOR X ON PRE SNAP LOOK. 


REC. ADJs VS CLEO X Y 2 ADJ VS СОУ.2 


HALFBACK . H E 
PROTECTION  w.s.P.U. CUBS ROUTE UP 


GET COVERAGE CLEARED DEEP. 
YOU HAVE FREE RELEASE. 


FULLBACK - F 
PROTECTION S.P.U. CUBS ROUTE BASE RELEASE OUTSIDE 


C.P.s: 1. SWING PICK UP INSIDE TO OUTSIDE. 
2. NO DOG - CK BASE. 


x 
SPLIT MINIMUM ROUTE 3 RELEASE STRAIGHT. ADJ Vs CLEO ZONE ADJ. 
C.F sey NORMAL 3 ROUTE PROPERTIES. КЫ 
2. KNOW 15Т DOWN YARDAGE NEEDED. 
ї 
SPLIT TIGHTER ROUTE 2 RELEASE INSIDE ADJ Vs CLEO NONE 
ADJ. VS. Cov. 2: NONE 
C.P.s: 1. PUSH VERTICAL 4 YARDS AND BREAK ACROSS FIELD LOOKING FOR BALL QUICK-: 
.2. COME HARD VS. MAN UNLESS WALLED OFF - POSSIBLE JUKE. 
3. KNOW 15Т DOWN YARDAGE NEEDED. ` 
z 


SPLIT NORMAL ROUTE FIRM 6 RELEASE STRAIGHT ADJ Vs CLEO NONE 


C.P.s: 1. B.P. 15 12 YARDS. 
2. NO POST 6 ADJUSTMENT VS. COVER 22. 
3. KNOW 1ST DOWN YARDAGE NEEDED. 


20 - | 


SERIES & PROTECTION CUBS / SEARS PATTERN 343 DOUBLE CHOICE SWING CONTROL 
И --<-------<- о и 
AUDIBLE 93 | кі ыш OA 
FORMATION GUN DUEL RIGHT | | mE г _ 
EN . us se ಬು ಎದ್ದ " 


Ё «^ 
/ 
9 ZORRO 7 ВКАСК. 
: | = = == 
' 4 >” 
1 F 
ES «-- 
S. 
ooeoo 
- | ` 
4 
© 22 МАМ 
` ` 
J 
i Ф - ಆದ್ಲಿ 4 ==,” Ld 


COACHING POINTS 2 
SERIES & PROTECTION СҮВ5/З5АЗ5 PATTERN 243 SWING CONTRO; DOUBLE снос: 
C. QUARTERBACK - $e 
Р.5.1. READ SAFETIES DROP 3 STEP 
PROGRESSION Y AND H : 


ere n 


COE LS: 1, BEST IN 3RD 4, 5, 6, 7, 8 SITUATIONS. 
шин 2, ALERT TO HIT Y OR H ОН MOVE IF MAN. 
3. G. P. WILL DETERMINE Y OR H AS STARTING POINT. 


REC. ADJs VS CLEO Х Y 2 ADJ VS COV.2 


HALFBACK . н 
PROTECTION N.S.P.U. CUBS ROUTE CHOICE 
22020 ст: ಗಭ) 25:---іс--ЕНОІСЕ ROUTE ೪೫5: NICKEL,_YOU MUST -BEAT THE DEFENDER LINED UP ON YOU. . 


2. BE AWARE INSIDE LB'ERS, BUT DO NOT WORK TO HIM. 
3. YOU SHOULD BE 10-11 YARDS DEEP. 


FULLBACK - F 


PROTECTION S.P.U. CUBS ROUTE BASE RELEASE OUTSIDE 
г С.Р. 5. 1. CK INSIDE TO OUTSIDE LB'ERS. 
poem 2. NO DOG CK BASE. ? = 
Х 
SPLIT NORMAL ROUTE 3 RELEASE STRAIGHT : ADJ Vs CLEO ZONE ADJ. 


_-_____СОР.8: Ti NORMAL 3 ROUTE PROPERTIES... 22552 СО шы сы су 
2. KNOW 1ST DOWN YARDAGE NEEDED. 


T 
7 SPLIT NORMAL ROUTE 4-CHOICE RELEASE BEST ADJ Vs CLEONONE 
ADJ. VS. СОМ. 2: чом 
C.P.s: " CHOICE ROUTE VS. NICKEL YOU MUST BEAT THE DEFENDER LINED UP ON 
YOU. BE AWARE OF INSIDE LB'ER BUT DO NOT WORK TO HIM. 
2 
^io SPLIT  NORMAI ROUTE 3 RELEASE srRAIGHT ADJ Vs CLEOzoNE ADJ. 


C.P.S: 1. NORMAL 3 ROUTE PROPERTIES. 
2. KNOW 1ST DOWN YARDAGE NEEDED. 


22 
SERIES & PROTECTION 


AUDIBLE 97 


GUN DUEL RIGHT 


` 
` 


5502 PATTERN 726 SWING CONTROL H CROSS 


š ` \ ть ч» ~ = 


FORMATION 


КИТТЕК. 
9 ZORRO 7 ВААС: 


, . 


я 


кыша лат и ee 


. 
, 
1 

1 
4 
t 


COACHiNG POINTS 


SERIES & PROTECTION | (085 PATTERN 726 SWING CONTROL # CROSS 
QUARTERBACK | 3 
Рази READ SAFETIES DROP 5 STEP 


. PROGRESSION Y AND H 
C.P.s: 1. BEST VS MAN COVERAGE AND 11 THIEF OR ROBBER 


2. BASICALLY THROW AWAY FROM THIEF & ROBBER SIDE GOING INTO HOLE 
3. IT IS A SPEED ROUTE FOR Y & H 


REC. ADJs VS CLEO X Y - 2 | ADJ VS COV.2 


HALFBACK - H 
PROTECTION  N.S.P.U. CUBS ROUTE CROSS 


——— ep s: РОН VERTICAL -FOR-4-YARDS BEFORE MAKING CROSSING ROUTE.BREAK, - --- 
JAB AND COME HARD VS MAN. dies 
2. YOU ARE SHORT CROSSER, YOU HAVE RIGHT OF WAY 
3. VS ZONE, YOU MAY THROTTLE DOWN AFTER YOU CROSS Y MAN'S AREA, YOU SHOUL: 
BE APPROXIMATELY 6 TO 7 YARDS DEEP. 


FULLBACK - F 


PROTECTION S.P.U. CUBS ROUTE BASE RELEASE OUTSIDE 
1 C.P.s: 1. CHECK MAC ТО STUB 
= 2. CHECK OUT BASE IF POSSIBLE ею, 
X 
SPLIT NORMAL ROUTE 7 RELEASE VARIABLE ADJ Vs CLEO NONE 


— Ps NORMAL 7 ROUTE “PROPERTIES 


Y 
SPLIT NORMAL ROUTE ZERO RELEASE INSIDE ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: NONE 
С Роб: 1. PUSH VERTICAL FOR 6-7 YARDS BEFORE MAKING CROSSING ROUTE BREAK. COM: 
| HARD VS MAN. 
2. YOU MAY SETTLE IN ZONE AFTER CROSSING ACTION 5 
3. KNOW FIRST DOWN YARDAGE NEEDED. 
2 


SPLIT NORMAL ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO “Nex 


С.Р.5: 1. NORMAL 6 ROUTE PROPERTIES 


24 
SERIES 6 PROTECTION CUBS 


AULIBLE 99 


FORMATION GUN DUEL RIGHT 


SWING CONTROL Н UP 


9 ZORRO 7 ВЕАСКЕ 


4 


COACHING POINTS 


SERIES & PROTECTION 6085 PATTERN 999 SWING CONTROL H UP 
ಚಯ 4. Зэв лее 6 "T те 
PSL, READ SAFETIES DROP 3 STEP 

PROGRESSION 


С.Р.5: 1. W/2 OR 5/2 IN C. F. LOOK HIM OFF. 
2. 22 COVERAGE WE WILL DESIGNATE RECEIVER GOING TO POST Y. 
3. DRILL BALL TO RECEIVER. . 


К2С. ADJs VS CLEO X Y 2 Ар: VS COV.2 


HALFBACK . H | 
PROTECTION N. s. р. u. CUBS ROUTE UP 
LM ONG U ды сасыр = ви о 
— ` ms C.P.s: —1. BEST RELEASE RUN UP ROUTE. u - : 
2. YOU SHOULD BE INSIDE EDGE OF NUMBER. ADJUST TO THE Z 
DEEP COVERAGE SCHEMES. 


FULLBACK - F 
PROTECTION 5.Р.0. CUBS ROUTE_ BASE RELEASE = 


a С.Р. 5: l. S.P.U. INSIDE TO OUTSIDE. 
2. NO DOG CK DOWN, OR BY GAME PLAN 


{>< 


SPLIT NORMAL ROUTE 9- RELEASE VARIABLE ADJ Vs CLEO NONE 


== P 6 == 1S =NORMAL 9 ROUTE PROPERTIES “PREFER “OUTSIDE “STRETCH RELEASE ——— 
VS. 22 COVERAGE. _ 


У = 
SPLIT NORMAL ROUTE ? RELEASE PEST ADJ Ме CLEO YONE 
ADJ. VS. СОМ. 2: POST 
C.P.s: 1. STAY UPFIELD - NEAR THE NUMBERS - BALL WILL BE DRILLED 
HARD IN THE SEAM. 
2. STAY ON THE NUMBERS REGARDLESS OF COVERACE. i 
z 
“- SPLIT NORMAL ROUTE 9 RELEASE VARIABLE ADJ Vs CLEO NONE 


С.Р.: 1. NORMAL 9 ROUTE PROPERTIES - PREFER OUTSIDE STRETCH RELEASE 
VS. 22 COVERAGE. 
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SERIES & PROTECTION CUBS PATTERN 595 SWING CONTROL H OPTION 


AUDIBLE 95 (SCAT) 


FORMATION GUN RIGHT 


Рао х= жаз 


“ж 


COACHING POINTS 


SERIES & PROTECTION CUBS PATTERN 595 SWING CONTROL H-OPTION 
ಲ 
: QUARTERBACK S lass це З d NON 
м . : 
P.S.L. READ SAFETIES DROP 3 STEP 
. PROGRESSION H AND X ಹ್‌ 
0.2.8: |. BEST VS. MAN COVERAGE - HIT HB ON BREAK. 
2. ZONE COVERAGE ANTICIPATE HB PATTERN. 
КЕС. ADJs VS CLEO X Y Z _ ADJ VS 00೪.2 
HALFBACK . H 
PROTECTION N.S.P.U. CUBS ROUTE OPTION 
LPa S: 1. —YOU -RAVE -FREE -RELEASE ,-GET-WIDTH. - -— ae m --- 
2. READ COVERAGE. 
3. MAKE NORMAL OPTION ADJ. VS. MAN OR ZONE. 
&. YOU SHOULD GET 7 TO 10 YARDS ON CATCH. 
FOLLBACK + F 
PROTECTION 5.Р.0 CUBS ROUTE | BASE RELEASE OUTSIDE 
; C.P.s: 1. CHECK INSIDE TO OUTSIDE. 
ын 2. МО DOG RUN BASE. 
x | : 
SPLIT NORMAL ROUTE 5 RELEASE VARIABLE -ADJ Vs CLEO ZONE ADJ. 
НЕЕ EC pig = MUST RECOGNIZE_DIFFERENCE BETWEEN 11 THIEF AND 22 МАМ ЕЕ 
WITH PRESS ON YOU. 
2. KNOW 1ST DOWN YARDAGE NEEDED. 
x = ue 2 
SPLIT NORMAL ROUTE 9 RELEASE BEST ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: NONE 
C.P.s: 
z 
SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs CLEO ZONE ADJ. 
C.P.s: 1. MUST RECOGNIZE DIFFERENCE BETWEEN 11 THIEF AND 22 MAN 


WITH PRESS ON YOU. 
2. KNOW 15Т DOWN YARDAGE NEEDED. 
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SERIES & PROTECTION ore PATTERN 695 SWING CONTROL Н READ CHECK 
— Rd — —- — exe ОК, 


AUDIBLE 96 (SCAT) 


FORMATION GUN RIGHT 


COACHING POINTS 


-. + - 
- 


SERIES 8 PROTECTION CUES PATTERN 695 SWING ೦೦೧೧೩೮. Н READ СНЕС: 


QUARTERBACK. ! x 
k. P: SEL. READ SAFETIES DROP 5 STEP 
— N ROTKsT есіл ы тала наша ла. 


PROGRESSION X TO H TO FB 


С.Р.5: l. GOOD VS. MAN OR ZONE. THINK OF X lst М.Т. HB. 
2. VS. ZONE X & HB N.T. TAKE FB 


КЕС. ADJs VS CLEO X Y 2 ADJ VS COV.2 


HALFBACK . H 
PROTECTION N.S.P.U. CUBS ROUTE READ | 
CUL run дақыл обеци т ыы ан аы ы ы 
___С.Р.5:— 1..-YOU HAVE FREE RELEASE.— о. ಪ 
2. RELEASE OUTSIDE, READ COVERAGE, RUN READ ROUTE. 
3. ALL READ TECHNIQUES APPLY. 


FULLBACK » F 
PROTECTION S.P.U. CUBS ROUTE CHECK DOWN RELEASE INSIDE 
C.P.s: 1. CK INSIDE TO OUTSIDE. 


š 2. NO DOG DELAY 2 COUNTS. 
3. CHECK DOWN. 


{>< 


SPLIT NORMAL ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NONE 


== == CTP +s =] NORMAL 6 “ROUTE PROPERTIES —— w =Ü 17 
2. KNOW lst DOWN YARDAGE NEEDED. 


Y | | nd 
SPLIT NORMAL ROUTE 3 RELEASE BEST ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: NONE 
C.P.s: 1. DO NOT CONVERT TO POST VS. 22 COVERAGE UNLESS GAME PLAN 

CALLS FOR ADJUSTMENT. 

2 


SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs CLEO ZONE 202. 


C.P.s: 1. NORMAL 5 ROUTE PROPERTIES. 
2. KNOW lst DOWN YARDAGE NEEDED. 


- a 
~ 


- æ 


SERIES & PROTECTION 


AUDIBLE 


FORMATION GUN RIGHT 


CUES 


Й PATTERN 


Панна 


466 


SWING CONTROL H READ 


COACHING POINTS 


SERIES & PROTECTION CUBS PATTERN 466 SWING CONTROL H READ 


ы ии 
| QUARTERBACK ಲು ಎ ಜಡ 
Мо. : T 
2 P S.L. READ SAFETIES ‘DROP 5 STEP 22 
ВЕСТ ES 222223 жене ತ ги О. 


PROGRESSION X TO HB 


C.P.s: 1. BEST VS. THIEF OR ROBBER DEFENSE & CORNER OFF X. 
2. X М.Т. GO TO HB ON READ PATTERN. 
3. IF GOING TO HB, HIT ON BREAK. 


REC. ADJs VS CLEO X Y Z ADJ VS СОУ. 


а _---- = __--___ "=== 


See 


HALFBACK _ H 


PROTECTION N.S.P.U. CUBS ROUTE READ 
_ ЭГ Cruse - 1, YOU HAVE FREE: RELEASE E. „з= D ಮಾರಕ ಫತಾ ಶಿಸ್ತು 
2. OUTSIDE RELEASE, READ COVERAGE, RUN READ ROUTE. 
3. ALL READ TECHNIQUES APPLY. 
FULLBACK . F 
PROTECTION SPU, CUBS ROUTE BASE RELEASE OUTSIDE 
SEES. 
| C.P.S: 1. CK INSIDE TO OUTSIDE. 
о 2. NO DOG RUN BASE. 
Х 
SPLIT MAX КООТЕ 4 RELEASEVARIABLE ADJ Vs CLEQ NONE 
ENT C.P.s:. 1. B.P. IS 15 YARDS UNLESS YOU ARE PRESSED. == = ME 
2. VS. PRESS CONVERT TO 12 YARD RUN AWAY 4. 
3. KNOW 18: DOWN YARDAGE NEEDED. 
Ж. 
SPLIT NORMAL ROUTE 6 RELEASE BEST ADJ Vs CLEO NONE 
ЗЭР ick io рлі UE CREER: S ИЕ 
ADJ. VS. СОМ. 2: МОМЕ 
C.P.s: 1. В.Р. IS 14 YARDS. 
2. MUST CROSS АТ LEAST ТО WEAKSIDE GUARD ВЕРОВЕ SETTLING IN 
À ZONE HOLE. ` 
3. VS. PRESS-CONVERT TO RUN AWAY. 
z 
: SPLIT MAX ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NONE 
С.Р.5: B.P. IS 18 YARDS. 


1. 
2. RUN POST - 6 VS. 22 ZONE. 

3. VS. PRESS - CONVERT ТО 14 YARD RUN AWAY. 
4. 


KNOW Ist DOUN VAWDACT NERDEN 


32 


SERIES & PROTECTION CUBS PATTERN 272 SWING CONTROL H FLAC 


AUDIBLE 92 
Pu сы б ылым. Мылы ы шы 


FORMATION GUN DUEL RIGHT 
ಮ 


9 ZORRO 7 BRAC: 


COACHING POINTS 


— wm 
SERIES & PROTECTION CUBS PATTERN 272 SWING CONTROL H FLAG R 
(200 QUARTERBACK = 
в ЗЭ Л READ SAFETIES DROP 5 STEP 
PROGRESSION 870% Y TO Z 


С.Р.$: 1. WORK H & X, Y & 2 COMBINATIONS. G.P. WILL DETERMINE Y OR H. 
2. BEST VS. MAN COVERAGE. 


КЕС. А225 VS CLEO X Y z ADJ VS СО 2 


HALFBACK _ H 


PROTECTION  М.5.Р.0. CUBS ROUTE FLAG 3 
ಎ ವ ಸ ಎನನ и Hed NEN 
EP — — .—XYOU-AVE-FREE-RELEASE—--RUN-FLAG-ROUTE.--.——————- 2.7 ಮಮ ||| 


FULLBACK - F 
PROTECTION 5.Р.0. CUBS ROUTE МОМЕ RELEASE NONE 


wan. Слави l. S.P.U. INSIDE TO OUTSIDE. 
ка | | 2. STAY IN FOR PROTECTION HELP. 


х 


SPLIT NORMAL ROUTE 2 DELAY RELEASE DELAY “ADJ Vs CLEO INSIDE 


ЕЕ cp SY NORMAL -2 DELAY-PROPERTIES => === SSS ee 
2. KNOW 18: DOWN YARDAGE NEEDED. 


Y 
SPLIT  NoRMAL ROUTE 7 - RELEASE BEST | ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: SPLIT SEAM | 
С.Р.5: 1. PUSH VERTICAL 10-12 YARDS BEFORE MAKING PROPER OUTSIDE ANGLE BREAK. 
2 
l SPLIT NORMAL ROUTE (2 DELAY RELEASE DELAY ADJ Vs CLEO INSIDE 
C P: S: 1. NORMAL 2 DELAY PROPERTIES. 


2. KNOW lst DOWN YARDAGE NEEDED. 


55 


SERIES 6 PROTECTION CUBS 


PATTERN 272 X GET OPEN SWING CONTROL H FLAC 


AUDIBLE 


FORMATION чан | 


SERIES 8 PROTECTION CUES PATTERN _ 272 2 СЕТ OPEN SING CONTROL ತ чо. 


ALDIBLE 


MATION 


тож ಆ = 


с | 
B Ss: 
ще 
S o eoo ` с 
U е _ 


© 9 ZORRO 7 3RAC 


Хм 
c 


SERIES 6 PROTECTION 2985 PATTERN 


AUDIBLE 90 | d 


FORMATION CONS — --о GUN RIGHT 


226 X CROSS 


SWING CONTROL 


H-SHOOT 


COACHING POINTS 


л нандан === авЕ Cd 


`. 


SERIES & PROTECTION CUBS PATTERN 226 X-CROSS SWING CONTROL H-SHOOT 


( QUARTERBACK: 24 coe Go cece. | О = 
| Bs. | READ DROP 


PROGRESSION 


1. BEST VS MAN COVERAGE 
2. LOOK FOR Н lst N.T. ALERT FOR X AND Y 
3, IF ZONE ALERT X AND 2 


С.Р.з: 


REC. aDJs VS CLEO X Y Z Y's ADJ VS COV.2 


HALFBACK 
PROTECTION  N.S.P.U. КО/Е 58007 
=. C P.s: _ l. PUSH VERTICAL BEFORE MAKING OUTSIDE BREAR таи ышы 
THIS WILL HELP X CAUSE TRAFFIC PROBLEM FOR MAN COVERING YOU. 
2. ADJUSTMENT IF MAN CUTS YOU OFF DEEP OR ZONE. 
FULLBACK у 
PROTECTION 5.Р.0. CUBS ROUTE BASE RELEASE OUTSIDE 
і C.P.s: 1. CHECK MAC TO STUB 
~ 2. CHECK OUT BASE IF POSSIBLE 
X 
| SPLIT -MINIMUM ROUTE ZERO RELEASE INSIDE ADJ Vs CLEO NONE 


=== == —TR;—ADJUST-SPLIT-TO-CAUSE TRAFFIC-PROBLEM FOR HAN COVERING 2H;————— 5 
2. PREFER INSIDE RELEASE - BUT CORNER CAN FORCE YOU ON 19r WITH 


INSIDE BUMP ALIGNMENT. 
3. YOU ARE SHORT CROSSER WITH Y ON TOP, UNLESS YOU ARE FORCED DEEP. 


COME FAST UNTIL MESH - READ ZONE OR MAN. 


"o Y И —. 
SPLIT NORMAL ROUTE ZERO RELEASE INSIDE ADJ Vs CLEO ಸಂಜ __ 
ADJ. VS. СОМ. 2: NONE 
Сор e ]. PUSH VERTICAL FOR 5-7 YARDS BEFORE MAKING CROSSING ROUTE BREAK. 
A COME HARD VS MAN. 
2. YOU MAY SETTLE IN ZONE AFTER CROSSING MESH, : 
3. KNOW lst DOWN YARDAGE NEEDED. 
2 


т SPLIT NORMAL ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NONE — — 


Curbs 1. NORMAL 6 ROUTE PROPERTIES 


PATTERN 226 X CROSS SWING CONTROL F Supe 


SERIES & PROTECTION RICKY 
AUDIBLE 66/ SWITCH 


38 


FORMATION GUN RIGHT 
C 
ll THIEF 
| 9 ZORRO 7 3೩ 
23 aap rr r T 
F 


COACHING POINTS 3 


SERIES & PROTECTION RICKY PATTERN 226 X CROSS SWING CONTROL_F SHOOT 
Ë |. QUARTERBACK — оо : 
P.S.L. | READ DROP 
PROGRESSION 


T" 1. BEST VS MAN COVERAGE 
2.38: 2. LOOK FOR FB Ist N.T. ALERT X AND Y 
3. IF ZONE ALERT X & Z 


REC. ADJs VS CLEO X Y z Y's ADJ VS 00೪.2 
HALFBACK 
PROTECTION 5-Р.0. RICKY/LUCKY ROUTE BASE 


— 


E eee €— € "ee ! — misi: 
i zS CHECK -LB tå rs BEFORE “BASING OUT. ಮುಹಮುಮಖಮುಖು ಮಾಯ 


FULLBACK | 
PROTECTION 8.5.9.0. ROUTE SHOOT RELEASE 


C.P.s: 1. PUSH VERTICAL BEFORE MAKING OUTSIDE SHOOT MOVE. 
THIS WILL HELP Y CAUSE TRAFFIC PROBLEM FOR MAN COVERING YOU. 


2. ADJUST IF CUT OFF DEEP OR ZONE. 


Х 
SPLIT MINIMUM ROUTE ZERO RELEASE INsIDE ADJ Vs CLEO none 
aee ВАР Не еее ee 2200-0108 
1 
SPLIT NORMAL ROUTE ZERO RELEASE INSIDE ADJ Vs CLEO хохь 
ADJ. VS. COV. 2: NONE | 
C.P.s: 1 ADJUST SPLIT TO CAUSE TRAFFIC PROBLEM FOR MAN COVERING F. 
2. PUSH VERTICAL FOR 5-7 YARDS BEFORE CROSSING. 
3. COME HARD UNTIL MESH WITH X - READ MAN-ZONE. | 
2 


SPLIT NORMAL ROUTE 6 RELEASE _INSIDE ADJ Vs CLEO NONE 


C.P.s: 1. NORMAL 6 ROUTE PROPERTIES 
2. SOMETIMES CAN CAUSE TRAFFIC PROBLEM FOR MAN COVERING F - BE ALERT 


tm 


40 


GUN PROTECTION SICHT ADJUSTMENTS 


A. LUCKY, RICKY, FIRM, FLARE, SCAT 
1. X - 2 ROUTE IF BUC & WEAK SAFETY BLITZ 


B. CUBS 


1. Y - 1 ROUTE IF TWO OF THE FOLLOWING THREE 
BLITZ, MAC, STUD, OR FRANK 


1. F - ARROW IF МАС OR STUB BLITZ 


E. BULL 
1. H = ARROW IF BUCK BLITZES 


F. BEARS 


— —- ದೊ ಎಗ್ಗೆ ARROW IF-THO OF THE FOLLOWING — 
“““THREE BLITZ, MAC, BUCK, OR JILL 
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8 КОСТЕ TIGHT END. - Outside release and push vertically for 19 
yards identifying the coverage and react 
accordingly: 


СА. Zone with Free Safety - adjust to a 
Seat, Фа Су; апа ћоок ít up ас 15-16 yar 
B. Man with Free Safety - Push route to 
14 уага5 and run а 2 route. 
C. 2 Zone or 2 Man - at the 8 yard depth 
Јао outside anc break back to the inside 


but never crossing the hash. You must 
shake the OLB'er before running route. 


VS 3 ZONE VS. MAN FREE VS. 2 20КЕ 


SLOT - Same as Tight End. 


РАКЕ ZERO ROUTE TIGHT END - Inside release and work to a depth of 
6 yards over the ball, Plant and then 
run a Juke back to the outside. VS 
Zone coverage work out and sit down in 
first hole. VS Man continue to work de 
the outside. 


VS. ZONE VS. MAN 


SLOT - Same as Tight End. | Š 


<> 


RUN AWAY ROUTE TIGHT END: - On a 4 or 6 Route vs. Press Cover yo, 
convert route to a Run Away. бес tre 
defender in a trail technique, пеп 
break route at 8 to 10 yards across спе 
field. You may gain ground as you zo. 


We will also convert the Tignt End 8 
route vs. Man with a Free Safety into 
S a Run Away at 14 yards depth. 


ROUTE 8 VS COVER 1 ROUTE 4 OR 6 VS PRESS 


F TREE 
UP 
20 YDS POST 20 YD 
FLAG 
15 YDS v да 
: | "E ||. ADJ. | 
10 YDS | деді >. 
те 
` ~ 
Эс | 
CROSS ОД ಯ ಈ WHEEL: ПОЛОВ 
y READ À 
111) 
5 YDS НООК 5 ~ 
А SHOOT 
SNEAK ಸ А 
Ms ==, а Sine = аш elo T 104 1 
хэтрүүлэг Nd | ЕС ы doe oe Sf ee ———— = 
Tes CTCIRCLEe--d| -7 k 
/ 
ғ 


СНЕСК i $ 
у СУ 
ARROW 


ООС 
ГЭЭ, кн 14 
BASE 
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H TREE 
20 YDS 
UP POST 
A 
FLAG 
ಖಾ d ete tk ಸಜಿ ಸ ತ ಬಾ >. = ನಿ EE рий сч 
15 YDS JADI 
0 YDS FAN 
я 


P 
OPTION 42 
D = => e em є» 
ов = < 


ТШ Ч CENTER 


STOP 

+ ANGLE 
1 
1 


ARROW «б Я 


ALLE 
BASE 


19. 


Pu. 


ж 
೩೫! 


PASS ROUTES FOR 5АСҚ5 


021104 - Drive at backer, your side. Check суре of 
coverage, man or zone. Push up 7 to 8 yards. 
Give him move. Break in or out on him. Sprint 
out of break. Out break 909 angle. Alert for 
help from outside, adjust in break ас 459 


STOP - Drive up-field to 7 yard depth, approximately 
top of number. Hook outside always, do not 
drift out or back.vs man declare stop and then 
slide. 

GET OPEN - Work off of inside shoulder of Flat Defender, at 
a depth of 6-10 yards. VS man run "6" route. 


UP - Release outside OT, drive down-field, quickly 
looking over inside shoulder. Get head around 
со ОВ ас L.0.S. if you see inside Backer dog. 


IRR ತ “Be alert for Scot protection. -- стила 


READ The Read Route - an up field flare. Run off uncerneatt 

— 24% 34 zone with outside backer buzzing out, run ас 
him 6 to 7 yard stop. Outside backer drops to Пос<, г. 
at him. Break out, pull up in void inside rolled up DE 
VS Man, break out at 909 to flat - No inside option. 


POST - Release outside OT. Drive straight up-fielc to 
8 to 10 yards. Break to inside for post angle. 
Alert to adjust route to the type of coverage 
your getting by game plan. Stay outside Hash 
mark. 


FAN - Release outside OT. Drive up-field to a depth 
of 10 yards. Jab, and break outside at 909 angie. 


FLAG - Release outside OT. Drive up-field 10 yards. 


ІЗ = over outside shoulder = VS ‘man соуегаре- Give 7 
post move. 


ARROW - Drive hard at LB, break flat. Break not to be 
over one yard down field. Gain ground to 3 уагс 
at end of route. No adjustments. 


SHOOT - Same as Arrow. When you feel LB bite, turn 
up-field and look for ball over insice shoulder. 
You should be gaining width with depth. If Backer 
backs up gain more ground. If dog, look for ба са 
quick. 


CROSS - Release down-field to a depth of 4 yards. “Fake 
LB to outside, and break across field. You want 


to be 7 yards deep at opposite tackle. 


44 


12. IN - An H back route, а release inside or outside 
ас release on a cross pattern со 3 to 2 yards 
down field. You want your depth to be 5 yards 
deep at opposíte TE. 


13. FLAT - An adjusted route VS man or zone. VS man drive 
up field 5 yards, jab, and break out at 90 degrees, 
VS zone gain more width and break off at 2 yards 
to a depth of 5 yards. 


14, WIDE - Drive up-field to a depth of 7 yards. Fake LB 
inside and break outside at 90 degrees. 
(Adjust to coverage). 


15.  ALLEY - Start base route, lose 2 12525 оп release. 
Turn up-field approximately half way between 
н  —RY-&-Z.—Come-under -control.-_ Should eet Dalla зо 222 


over inside shoulder on or before 1.0.5. 


Release as Arrow Route, ас approximately 7 yards outsid: 
16. CENTER - tackle and 4 to 5 yards depth break at 90 degree inside 
no adiustments 


17. JUKE - Cross underneath LB'ers declaring your position 

at a point 6 yards deep over the ball. If defender 
won't allow you to cross the field work into him and 
juke him. 


18. ANGLE - Release as Arrow route, Use good 3 step stick 
move to outside. Plant and break back on a 
45 ೩. angle to inside angle. Could ђе less, 
depending on depth of Баскег. You must come 
under the backer. 


19. BASE - Release to outside. Drive at WR's position, 
s.s gaining ground аз you go... Do not lose any | | 
77 -~~ground on release. -Turn-up-field as Бооп-а5 СО ШОО 

you reach WR's alignment. | 


20. SNEAK - Step up square stance, show pass block. Delay 
release 2 counts, then release to soft area over 
у eck to depth of about 5 yards. 


21. WHEEL - Release as flat route at a depth of 6 yards, 
Roll to flat. To clear under coverage, you 
may turn into shoot at sidelines. Threaten 
Seam on Frank. VS zone you must go faster, 
to pull the coverage outside, 


22. CHECK - A route that replaces underneath coverages after 
completing called protection assignment, called back 
will leak through 1.0.5. into void area working to ап 
open spot, depth may vary according to underneath 


coverage. 


PASS BUTT BLOCK: This Slock is the base block used bv a 
Sack со biock a LB'er in the dropback passing game. it 
amounts to a Butt Block. 


TECHNIQUE: 


1. Р.5.1.: Locate your LB'er and maintain vision on him. 
If he drops off now your concentration changes to either 
an assigned area or person! 


2. APPROACH: Set quickly by Stepping with your near foct 
at the man, focusing all your attention on the LB'er. 
If he is dogging, meet him as close to the L.O.S. as 
possible. Your approach should be right down the middle 
of the man. Keep your knees bent, head up and feet apart! 


3. CONTACT: Strike the man through the numbers with the 
forehead and simultaneously with the heel of the hands. 
Ideally the hands should go right through the man's 
lower chest area. Hit on the rise driving your helmet 
Umm тт -uncder-the-man-s -chin. -Keep your feet moving upon — 
contact. 


4. FINISH: Keep your head up and feet moving. Don't stop 
because you are blocking for the passing game. With 
exact execution of these techniques you can put a man 
on his back if you will finish your block. 


5. C.P.: Get your eyes on the man as soon as possible. 
If he's dogging go to meet him. Constrict the area he 
has to move in by meeting him up in the hole. Don't 
flinch. 


COMMON FAULTS: 


1. Not locating the LB'er on lst step. 
2. Failure to go meet the man. 


1 -———[ ^53 —Not-hitt ing on t he-ri зе See т 


&. Not striking through the numbers. 


3. Over-extending. 


V V vV V М 
ООПОО |. . fOlou do 


22.11 WHAM BLOCK: The Wham Block is a block off the odd 
Trap Blocking scheme. With the near back and 0" 
guard, doubling a man on or off 1.0.5. іп "С" guard 
area. A Shoulder Block. 


TECHNIQUE: 


1. P.S.L.: Check Defense at Р.О.А. to determine 
who your assignment is going to be. 


2. APPROACH: Explode out of stance. Lead step 
| with near foot, drive at outside Јер of guard. 


CONTACT: Your contact point is outside thigh... 
of man, leaving inside thigh for trapping ^" ^ 
guard. Contact point is same for Down Lineman 

or Linebacker, hit cn the rise, keep feet moving. 


4. FINISH: Maintain good base. Keep feet moving. 
Stay with him as long as possible. 


ELIMINATING TEE FUMSLE 
— —— aaa s rasu 


The FUMBLE is a costly mistake anc a useless 
trazecy. It is caused bv one or both of 
these things: 


1. Coaches do not teach proper ball 
protection. 


2. The ball carrier ignores instructions. 
The FUMBLE is unnecessary. 


ಈಟೂ 


Correct way to hold the football, 
Carry it away from the tackling 
field! ಲ 


A Dall carrier should never FUMBLE. Just 


noid the ball with all fingers firmly around 


— - 6 8 2 


the NOSE and tuck it tightly against the 
body and elbow crook. The old excuse is 
that vou cannot run as fast, but that just 
is not so. Ball carriers have been timed 


Doth ways and their speed is the same. 


Carrving the football correctly is the most | ie I 
ії то О 5 Р, 
И hen being tackled, place the 


Important fundamental in the сале. The FREE hand on top and hola оп 
аа р 

_ for dear life. 
right way is easy and moving the ball from 
one arm to the other is simple. "Always ^ 
carry the ball away from the tackling 
and when in HEAVY TRAFFIC, place the FREE 
mand on top of the ball and hold on for dear 


-ife. How vou hold the ball can mean 


WIN or LOSE. 


will causea F UMBL E 


BEARS/CUBS SERIES 


THIS SERIES IS А PROTECTION CALL THAT ALLOWS US ТО 
GET A DESIGNATED BACK INTO THE PATTERN WITHOUT HAVING 
SWING PICK-UP. BY THE SERIES CALLED BEARS/CUBS THE 
LINE WILL USE A SLIDE TYPE OF PROTECTION, EITHER TO 


—— ç -—-.-—. 


OR AWAY FROM THE У MAN. THE REMAINING BACK HAS DUAL сан 


PICK-UP AWAY FROM РЕОТЕСТТОМ CALLED. QB TAKES 5 STEP 


DROP. | Щи 


те ғ ಸಾಜ ಕ್‌ - = 


| BEARS - THE LINEMEN SLIDE ТО THE Y MAN. 
Маг THE REMAINING BACK DUAL PICK-UP 
AWAY FROM Y MAN. 


CUBS - THE LINEMEN SLIDE AWAY FROM THE 
Y MAN. THE REMAINING BACK DUAL 
= ICK-UP.-TO-THE-Y-MAN.— —————— 


SPRINT CUBS 


NOTE: IF "FLARE - CUBS" IS PROTECTION CALL, THEN 
QB TAKES 7 STEP DROP AND ROUTE DEPTHS ARE 


ADJUSTED. 


LAY CUBS PROTECTION (LEFT РОВМАТТОН)(90"5 ду CUBS PROTECTION (RIGHT FORMATIO 


О neasitn 
Righ 
Call 


OVERSTACK 


PWR 


BLOCK DEFENSIVE END. 


ALERT PHILLIE RT/PHILLIE LT. 
CALLS. 


BLOCK DEFENSIVE TACKLE. 
PG ALERT PHILLIE OR VIKING | 
RT/LT CALLS. 
MAKE PROPER CALL TO SLIDE THE 
PROTECTION AWAY FROM THE FORMATION 
c CALLED. VS EVEN DEFENSES, COWBOY 
OR REDSKIN CALL VS ODD DEFENSES 
VIKING PHILLIE OR FRISCO. 


OFG CONTROL GAP TO OUTSIDE 
BE ALERT FOR FRISCO CALL. MAN BLOCK 


BLOCK DEF. END ON COWBOY CALL 
OFT BLOCK OUTSIDE GAP ON VIKING PHILLIS 


AND REDSKIN CALLS. 


L J R 
“уд (UN M 
EM T (а 5 | 
у 
фоно 
O i O 
Viking Р 
Left 
L J R 


z + О 3-3 NICE 
L 
. ^ А 
B ೦೮ E 585 
Phillie | 
Left 
Call д 3-4 SK STG 
QB 
BACK AWAY У - N.S.P.U. YOU HAVE A FRE 
RELEASE. 


MAC TO STUB A SET WITH ONE BACK IN 
BACKFIELD YOU HAVE PICK UP. 


BACK TO Y - S.P.U. 18% INSIDE TO 15% 
OUTSIDE LB TO Y SIDE. VS 43 LOOK 
BLOCK MAC TO STUB | 
REMAINING BACK HAS A FREE RELEASE. 


A SET WITH ONE BACK IN BACKFIELD 120 
HAVE PICK UP 


BLOCKING VARIATIONS 
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PWR PATTERN 


OWR PATTERN 


PLAY SPRINT CUBS 


Š d 
09895,0 
Т, 7 O c 


(POSSIBLE) 

(MAN CALL) | А YS xà cus: 
L 2 = 4 ~ F g 
| m Ы ` = " | ^ 

1 Р | д ! 
3 : Ё 
о бо бо ol. 
Ф - С 
(POSSIBLE) —— 


(MAN CALL) 


1. 13% STEP STRAIGHT BACK 
QB 2. SLIGHT ROLL TO SIDE OF CALL 


USE SPRINT DRAW TECHNIQUES. 
BLOCK MAC, TO STUB. NO DOG TURN 
BC BACK TO HELP INSIDE. 


CUBS PROTECTION - TRY TO 
TAKE ON DEF. END TOUGH 


CUBS PROTECTION - TRY TO 
PG TAKE ON DEF TACKLE TOUGH 


0 CUBS PROTECTION 


CUBS PROTECTION 


OFT CUBS PROTECTION 


—— NOTE: — QB 15 SPRINTING YOUR SIDE. _ 


BLOCKING VARIATIONS 


VS 34 SK Wk 


VS 34 EVEN 4 


(MAN CALL) 


ОСІН == 


3 
ы 
сс 
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Ма 
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5 DOWN 


4 DOWN 


PLAY — 


КЕ VS UNDER 


BEARS PROTECTION (LEFT FORMATION) 


PLAY BEARS PROTECTION (RIGHT FORMA 


\ O 
VIKING 
`d RIGHT 
VS 3-4 
Ё 1 4 
т ‘ ಕಷ್ಟ f 
| ‚мм x 
Е x / T E 5 
995 ба / 30800, 
O (ө Ше О 
| ^ VIKING 
22 сайн а Е ЭЭГ - 414. RIGHT : 
FRISCO CAL Ó VS 3-3 МІСУ 
3 Е 


ОЕТ 


PATTERN 


BLOCK DEFENSIVE END 
ALERT PHILLIE RT/PHILLIE LT 
CALLS 


BLOCK DEFENSIVE TACKLE 
ALERT PHILLIE OR VIKING 
RT/LT CALLS 


MAKE PROPER CALL TO SLIDE THE 
PROTECTION TOWARD FORMATION 
CALLED. VS EVEN DEFENSE, 
COWBOY OR REDSKIN CALL VS 


ODD DEFENSE, VIKING, PHILLIE, 
OR FRISCO 


CONTROL GAP TO OUTSIDE 
BE ALERT FOR FRISCO CALL. 
MAN BLOCK 


BLOCK DEF. END ON COWBOY CALL 


O VS 2-3 NICKE 


ВАС TW? VARTATTANG 


522755 . PROTECTION CUBS 24222: 326 
....4. 
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FORMATION SPLIT SICET 


— COVER 9 BLITZ 


COACHING POINTS 


SERIES & PROTECTION CUBS PATTERN 326 SWING CONTROL H-UP 
| QUARTERBACK 
| P.S.L. READ SAFETIES DROP 5 STEP 

PROGRESSION Y TOZ | . _ 

с Рв 1. GOOD VS ALL DEFENSES, BEST VS LOOSE 4 COVERAGE 
2. LOOKING FOR Y, N.T. Z WILL BE IN LINE OF VISION 
3. Y WILL JUKE WHEN ABSOLUTELY NECESSARY 

REC. 4220268 VS CLES X Y z ADJ VS COV.2 


HALFBACK . H 
PROTECTION 


FULLBACK + F 


PROTECTION 
C.P.s: 1. 
2. 


| С.Р. s: 1. 


N.S.P.U. ROUTE UP 
- СЕТ OUT QUICK ON_UP ROUTE "Puce жалы 
CUBS S.P.U. ROUTE BASE RELEASE NONE 


DOUBLE RESPONSE, INSIDE TO OUTSIDE 
BASE OUT LATE IF POSSIBLE 


Х 
SPLIT MINIMUM ROUTE 3 RELEASE STRAIGHT ADJ Vs CLEO ZONE Арі: 
==: CPs: --1.--ВЕРОСЕ SPLIT 1-2-YARDS =-DRIVE QUICKLY АТ CORNER —— —— 
2. USE SPEED TURN AT B.P. OF 11 YARDS mE 
3. GET HEAD AROUND QUICKLY TO FIND FLIGHT OF BALL - 
4. VS COVER 2 - ZONE ADJUST 
Y Ш | 
SPLIT NORMAL ROUTE 2 RELEASE INSIDE ар) vs CLEO NONE 
ADJ. VS. Cov. 2. NONE 
C.P.s: 1. CONTROL ON INSIDE RELEASE - NOT IN A HURRY 
2. PUSH UP-FIELD 4-5 YARDS AND BREAK UNDER MAC - KEEP COMING ACROSS: 
FIELD - BE ALERT FOR BALL : 
3. YOU MAY JUKE IF WALLED OFF 
4. MUST LEARN THIS MODIFIED 2 TECHNIQUE FOR THIS PATTERN 
2 
SPLIT MINIMUM ROUTE 6 RELEASE STRAIGHT ADJ Vs CLEO NONE 
С.Р. в: 1. MUST LEARN THIS IS 12 YARD 6 ROUTE FROM MINIMUM SPLIT. QB IS ТАКІХ: 
5 STEP DROP. 
2. USE VERTICAL PUSH VS COVER 2 
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SERIES 6 ೫8022೧70 CUBS зАТТЕВы 393 DOUBLE CHOICE 


SWING CONTROL 


FORMATION DOUBLE RICHT 


- = =€ 


я RUE" > 
93 Z OPTION COVER 7 COVER é CLE 
SNES 
ын _ i 
f < 
каз | с эрсэн oer | 
ç ` М У с ч | ` ° 
КУ Эм M : "з ж А ಜಿ 3 S 
ooo 
ood о ಲ 
We о - 27 Е 
с” СОУЕК 9 COVER 9 BLITZ 


COACHING POINTS 


SERIES & PROTECTION CUBS PATTERN 343 SWING CONTROL DOUBLE сного 
1 
i QUARTERBACK | m " 
pos 0, READ  SAFETIES DROP 5 STEP 


== ರಾರಾ ರಾ 


PROGRESSION HTOX YTOZ 


G Pus: 1.  THROW AWAY FROM JILL EXCEPT ON 2 & 8 COVERAGE 
2. 4 COVERAGE - LOOK FOR H IF BUC TAKES HIM AWAY NO ONE OUT 
3. 4 MAN LINE WE WILL KEY МАС AND THROW AWAY FROM HIM 
REC. ADJs VS CLEO X Y Z ADJ VS COV.2 


HALFBACK - H 
PROTECTION N.S.P.U. ROUTE CHOICE 


————————ү—Ҥ—Ҥї—Ҥ——— ——...— 


—- =s C.P —s: cd. “INSIDE RELEASE; READ 1st—INSIDE LB'er-=-PRESS-INSIDE ОМ НІМ WHILE С 7-0 
PUSHING UPFIELD 8 YARDS. LEVERAGE AWAY. | 
2. IF INSIDE LB'er GOES AWAY - LEVERAGE ON OUTSIDE BACKER - BREAK INSIDE 
3. VS MAN - DRIVE DEFENDER 8 YARDS VERTICAL AND SPEED MOVE AWAY, 
BALL WILL BE THROWN ON BREAK. . 


FULLBACK - F 
PROTECTION CUBS S.P.U. ROUTE BASE RELEASE OUTSIDE 


a ` 


C.P.s: 1. DOUBLE RESPONSE - INSIDE TO OUTSIDE 
2. NO DOG BASE OUT LATE FOR DUMP 


2 
SP ತ O ңе 3 RELEASE STRAIGET ADJ Vs CLEO ZONE ADJ. 
C P sS. 1 NORMAL SPLIT ON THIS 3 ROUTE WILL WIDEN HOLE FOR CHOICE ROUTE. в. 
2. USE SPEED TURN АТ В.Р. ОЕ 11 YARDS 
3. VS COVER 2 - ZONE ADJUST 
Ү 
SPLIT NORMAL ROUTE CHOICE 4 RELEASE INSIDE ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: NONE 
Cu ae 1. INSIDE READ lst INSIDE LB'er - PRESS INSIDE ON MAC WHILE 
PUSHING UPFIELD 8 YARDS. LEVERAGE AWAY. 
2. ТЕ INSIDE LB'er GOES AWAY - LEVERAGE ON STUB - BREAK INSIDE. 
3. VS MAN - DRIVE DEFENDER 8 YARDS VERTICAL AND SPEED MOVE AWAY. 
А BALL WILL BE THROWN ON BREAK 
SPLIT NORMAL ROUTE 3 RELEASE STRAIGHT ADJ Vs CLEO ZONE ADJ. 
ome eee 1. NORMAL SPLIT ON THIS 3 ROUTE WILL WIDEN HOLE FOR CHOICE ROUTE 


2. USE SPEED TURN AT B.P. OF 11 YARDS 


10 


SERIES 5 PROTECTION CUBS ೨೩೨೨೭೫೫ 443 CHOICE SWING CONTROL HN 
— MM 
AUDIBLE 93 | | ds 
FORMATION FAR RIGHT SLOT 
4 
2 = ^ .. 2 в... 
= СА г 
Ys , 27 
M м ЖЫ 
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COACHING POINTS 


554255 ಸು PROTECTION CUBS PATTERN 443 CHOICE тс contig: БОТ 
| QUARTERBACK == 
P.S.L. READ SAFETIES DROP 5 STEP 


PROGRESSION Y TO Н X TO 2 


С.Р.$: 


1, KEY JILL AND THROW AWAY FROM HIM 
2. FAR FORMATION, BASICALLY THINKING Y & H 
3. EXPECT RECEIVERS TO CATCH BALL ON RUN ТЕ MAN COVERAGE 
REC. ADJs VS CLEO X T Z ADJ VS COV, 


HALFBACK - H 
PROTECTION N.S.P.U. CUBS ROUTE OUT - 3 ROUTE 


C POS: 1. NORMAL SPLIT — 
2. USE SPEED TURN AT 11 YARDS 
3. VS CLEO FADE ROUTE ` : 


——ы—ыы-- отараси  . — —À 


FULLBACK - F : 


PROTECTION CUBS  S.P.U. ROUTE BASE RELEASE OUTSIDE 


GPS: 1. DOUBLE RESPONSE - INSIDE TO OUTSIDE 
2. CHECK BASE IF POSSIBLE 


Х 
___ SPLIT__NORMAL | | ROUTE CHOICE 4 RELEASE INSIDE ADJ Vs CLEO NONE 
Сре 1. INSIDE RELEASE, READ ist INSIDE LB'er = DO NOT CO TO HIM BUT PUSE ТЕБ 
TO 10 YARDS. TURN IN OR OUT BASED ON DROP OF INSIDE LB'er. 
2, VS MAN - DRIVE DEFENDER 10 YARDS VERTICAL AND SPEED MOVE AWAY. ЗАМ. 
WILL BE THROWN ON BREAK. 
ї 
ЗРІЇТ NORMAL ROUTE CHOICE 4 RELEASE INSIDE ADJ Vs CLEO NONE 
ADJ. VS. СОУ. 2: NONE 
С.Р.з: 1. INSIDE RELEASE, READ lst INSIDE LB'er - PRESS INSIDE ON MAC 11222 PUS 
UPFIELD 8 YARDS. LEVERAGE AWAY. 
2. IF INSIDE LB'er GOES AWAY - LEVERAGE ON STUB - BREAK INSIDE. | 
3. VS MAN - DRIVE DEFENDER 8 YARDS VERTICAL AND SPEED MOVE AWAY. ТАМ. 
WILL BE THROWN ON BREAK 
ЖЕ: 
SPLIT NORMAL ROUTE 3 RELEASE STRAIGHT ADJ Vs CLEO ZONE ADS. 


Ca РУ бл 1. NORMAL SPLIT ON THIS 3 ROUTE WILL WIDEN HOLE FOR CHOICE ROUTE 
2. USE SPEED TURN AT B.P. OF 11 YARDS 


— — з з 


AUTIBLE = 


FORMATION SPLIT 91981 rà 


COVER 1 РЕШЕ 


COVER 4 COVER 2 


— -— P 5 —17—YOU-HAVE FREE RELEASE 


ಗಜಾ 


COACHING POINTS 


SERIES & PROTECTION CUBS PATTERN 718 SWING CONTROL Н FLAT CHECK 
QUARTERBACK 2 ы 
P.S.L. READ SAFETIES prop 5 STEP / 7 STEP 


PROGRESSION 2 то T IO X 


C.P.s: 1. FIRST DOWN CALL WHEN JILL IN C.F. CORNER IS OUTSIDE Z, AND Y 
WILL OCCUPY FRANK 


2. 2 COVERAGE - GO TO X 


REC. А225 VS CLEO X 1 2 ADJ VS COV. 


HALFBACK . H 


PROTECTION N.S.P.U. ROUTE ҒАТ 


2. RUN FLAT ROUTE, VS MAN PUSH UP 6 YARDS, JAB BREAK OUT AT 909 
- „ -- -М8 ZONE СЕТ QUICK HORIZONTAL STRETCH ОМ DEFENSE. ---------- 070 - 


FULLBACK - F 


х 


be 


IN 


СР $. 1. MUST READ CORNER AND JILL FOR COVERAGE tip -- 


PROTECTION S.P.U. CUBS ROUTE CHECK DOWN RELEASE INSIDE 
1 DOUBLE RESPONSE | I 

2, CHECK DOWN INSIDE TO REPLACE UNDERNEATH COVERAGE 

3. SLIDE TO OPEN AREA 

4 ТЕ NO DOG - DELAY YOUR RELEASE ON CHECK ROUTE 2 COUNTS 


С.Р.5: 


SPLIT NORMAL ROUTE 7 RELEASE VARIABLE ADJ Vs CLEO NONE 


2. CONVERT TO 18 YARD 5 ROUTE VS CORNER PLAYING OUTSIDE LEVERAGE WITH 


DEEP 1/3 RESPONSIBILITY 
3. COVER 2 - MUST PUSH VERTICAL BEFORE MAKING ANGLE BREAK 


SPLIT NORMAL ROUTE 1 RELEASE OUTSIDE ADJ Vs CLEO NONE 


ADJ. VS. СОМ. 2: NONE 


С.Р. 5. 1. MAKE A SLIGHT UPFIELD MOVE AND BREAK OUT AT AN ANGLE 
2. WIDEN AREA QUICKLY AND BE ALERT FOR THE BALL 
3. WHEN YOU GET CLOSE TO SIDELINE, SETTLE DOWN AND FACE QB ` 


SPLIT МАХ ROUTE FIRM 8 RELEASE STRAIGHT ADJ Vs CLEO КОМ 


C.P.s: 1. DRIVE QUICKLY АТ CORNER - B.P. IS 12 YARDS - MUST TAKE OUTSIDE LEG 


UPFIELD 4 TIMES. BALL DELIVERED ON BREAK - 
2. ANGLE ON BREAK WILL TAKE YOU UPFIELD - JUST CROSSING THE NUMBERS WHE^ 


~ ~ ........ 
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SERIES 5 PROTECTION т 
S * 8 шаш 10! CU BS PATTZRM 999 SWING Conesa JL 
НИ БЫ САРУ 


FORMATION DOUBLE RIGHT -- 
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Н СР-СНЕСК 


— — ПЕРЕ 


COVER 1 FREE 


ёоо q 41777 


COACHING POINTS 


SERIES & PROTECTION CUBS PATTERN | 399 SING CONTROL H-UP СЕЕСК 
\ QUARTERBACK | шин 
P.S.L. READ SAFETIES | - prop 5 STEP 
PROGRESSION 


С.Р.5: 1. KEY JILL, LOOK HIM OFF AND DRILL BALL TO RECEIVER 
2. IF 2 COVERAGE Y WILL BREAK TO POST 
3. FAR FORMATION INSIDE WIDE RECEIVER WILL BREAK TO POST 


REC. ADJs VS CLEO X Y 2 ADJ VS 00% ,2 


HALFBACK - H 
PROTECTION N.S.P.U. ROUTE UP 


— T 


—=————.-—  .— тн сорти ಜಾ 
— 00.02) —— тэжээн 


ој СВ Ен 1. RUN N UP P ROUTE - COVER 2 BREAK TO POST | | 


2. SPRINT FOR COVERAGE - BY 12 YARDS МАКЕ DECISION, WHETHER YOU ARE 
GOING INSIDE OR OUTSIDE 


FULLBACK - F | 
PROTECTION S.P.U. CUBS ROUTE CHECK DOWN RELEASE OUTSIDE 


C.P.s: 1. DOUBLE RESPONSE - INSIDE TO OUTSIDE 
2. CHECK DOWN IF POSSIBLE 


Х 
Qi onc SPLIT NORMAL ROUTE. -9——— — RELEASE VARIABLE Ару Ув. CLEO ೫೦೫5 
"Саре: 1. SPRINT АТ THE СОВМЕК AND MAKE DECISION BY 12 YARDS IF ೫೦0 ARE GOING 
INSIDE OR OUTSIDE HIM 
2. AFTER YOU BREAK PAST CORNER, SPRINT, DO NOT LOOK FOR BALL UNTIL 100 
HAVE TAKEN SEVERAL STRIDES UP FIELD. 
x 3. QB WILL THROW BALL OUTSIDE AND UPFIELD 3-5 YARDS INBOUNDS 
SPLIT NORMAL ROUTE 9 RELEASE OUTSIDE ADJ Vs CLEO NON 
ADJ. VS. СОМ. 2: POST 
С.Р.5: l. OUTSIDE RELEASE AND PUSH VERTICAL APPROXIMATELY UP THE NUMBERS V5 
ALL COVERAGES. ` 
E 
SPLIT NORMAL — ВОСТЕ 9 RELEASE VARIABLE др) vs CLEO № 


C.P.s: 1. SAME AS "X" COACHING POINTS ABOVE 


SERIES & РАСТЕСТТОН FLARE CUBS partern 86665110 CONTROL H CENTER 
AUDIBLE E ave 


FORMATION SPLIT RICHT OVER 
оч =» 16 YD D 


4, е. . 


14 YDS - 16 YDS 


—— —M ...----..--. € 


“COVER 1 FREE — 


зоо 


us 


COVER 9 8:1-- 


| “а 2 


COVER 9 


COACHING POINTS 


SERIES & PROTECTION FLARE CUBS PATTERN 809 SWING CONTROL H-CENTER 
QUARTERBACK | 
Р.5.1. READ SAFETIES DROP 7 STEP 


aan 


Pee 


FROGRES5i0N 2 10 АВ 


СР <. 1. GOOD VS ALL DEFENSES 
2. KEY MAC & THEN GO TO Z OR HB - 2 MEN IN MAC'S AREA 


3. ALERT S.A. TO Y ON BUC & WILL BLITZ 


REC. ADJs VS CLEO X Y 2 ADJ VS COV.2 
HALFBACK - H | 

PROTECTION | | N.S.P.U. ROUTE CENTER 

С.Р.5: 1, FREE RELEASE о уу — алан ieee 


2. TAKE ARROW RELEASE - THEN PUSH UPFIELD VERTICLE FOR 6 YARDS 
NO ADJUSTMENTS 
3. COME UNDER BACKERS 


FULLBACK = P 


{>< 


< 


IN 


PROTECTION S.P.U. ROUTE. BASE RELEASE OUTSIDE 


C.P.s: 1. CHECK WILL TO BUCK — —- — 
2. NO DOG, CHECK BASE IF POSSIBLE 


SPLIT MAXIMUM ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NONE 


Ор s. 1. DEPTH IS 18 YARDS WHEN TWO RECEIVERS ARE RUNNING == 
6 ROUTES AND YOU ARE THE OUTSIDE RECEIVER | 


- 
- 


SPLIT NORMAL — ROUTE 3 RELEASE BEST ADJ Vs cLEO КН 
ADJ. VS. COV. 2: POST 

С.Р.8: 1. po NOT ADJUST ROUTE BY COVERAGE 

SPLIT NORMAL ROUTE 6 RELEASE VARIABLE ADJ Vs CLEO NONE 


C.P.s; 1. WHEN YOU ARE THE INSIDE RECEIVER YOU MUST ADJUST DEPTH TO 14 YARD: 


le 
523225 š PROTECTION FLARE CUBS 


AUDIBLE 97 


FORMATION FAR RIGHT SLOT 
—————M—M— EL 


PATTERN 226 ү- 
_———— 


CROSS SWING CONTROL Ң-905: 


COACHING POINTS 


SERIES & PROTECTION FLARE CUBS РАТТЕАХ 226 Y CROSS swing 00782೭. 8-8057 
QUARTERBACK 
Pa S La READ МЕГЕ» 280: 7 STEP 


PROGRESSION X AND Y 


С.Р $: 1. LOOK FOR X FIRST AS НЕ IS RUNNING AWAY FROM SAFETY 
2. ALERT FOR X & Y ТО COME UNDER CONTROL VS ZONE 


REC. А225 VS CLEO X Y z ADJ VS COV.2 


HALFBACK - H 


С.Р.з: 1 FREE RELEASE RUN POST ROUTE — ` хөн зам 


FULLBACK - F 
PROTECTION  S.P.U. STUB ROUTE BASE RELEASE OUTSIDE 


C.P.s: ]. CHECK STUB RUN BASE 
2. YOU MAY STAY IN TEEN POSITION 


X 
SPLIT NORMAL ROUTE ZERO RELEASE INSIDE ADJ Vs CLEO NONE 
cps. 1, INSIDE RELEASE AND PUSH VERTICAL 6-7 YARDS BEFORE BREAKING ACROSS FIELI 
COME HARD - NO JUKE uA 
2. AFTER THE CROSS ACTION TAKES PLACE, YOU MAY COME UNDER CONTROL IN THE 
VOID OR A ZONE f 
a | 
SPLIT NORMAL ROUTE ZERO-CROSS RELEASE INSIDE ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: NONE 
СОР з. 1. RECEIVER WITH CROSS CALL MUST COME UNDERNEATH. 
-P.S: 5° INSIDE RELEASE AND PUSH VERTICAL 3-4 YARDS BEFORE BREAKING ACROSS FIEL 
COME HARD AND CREATE TIGHT MESH | 
3. AFTER THE CROSS ACTION TAKES PLACE, YOU MAY COME UNDER CONTROL 15 THE 
VOID OF A ZONE | 
А | 


SPLIT NORMAL |) ROUTE © RELEASE VARIABLE ADJ Vs CLEO NON= 


С.Р.з: 1. MUST MAKE GREAT BURST UPFIELD BEFORE B.P. AT 18 YARDS. 
2. ALL 6 ROUTE PROPERTIES IN EFFECT. 


20 2 
— CUBS зам 269 Е He Э 
528225 & PROTECTION PATTERN SWING соутлог "ОР BASE H-CORNE 


AUDI3LE 


FORMATION DOUBLE OR DUAL 
е га 


ಇಬ ಭ್‌ ಚ “ 


| — | r.. i `.— d В 
2m ч `` м : Pa "м м 77 ИА аа 
© ООО 2 мг чийн 
© | О 


РТ 


COACHING POINTS 


< 
H-UP/BASE 


SERIES & PROTECTION CUBS PATTERN 269 SWING CONTROL H-CORNER/S: 
— H-CORNER/s. 
QUARTERBACK | 
әт. READ SAFETIES ПАОР 5 STEP 
PROGRESSION X TO Y TO BASE COV 2 X TO H TO BASE 
C.P.'s: 1. GOOD VS ALL DEFENSES 
2. LOOK FOR X IN ZONE TO MAN CROSSING ROUTE 
3. LOOK FOR Y IN ZONE TO MAN CROSSING ROUTE 
REC. ADJs VS CLEO X Y Z FADE Y's ADJ VS СОУ.2 
HALFBACK - H 
PROTECTION N.S.P.U. ROUTE | ОР/СОВМЕВ 
C.P.'s:..1. СЕТ OUT QUICKLY ON UP ROUTE -.МАКЕ WILL PLAY YOU _ 
2. "VS COVER 2 BREAK AT 12 YDS FOR РОТ 
Жа 


FULLBACK - F 


CORNER - BREAK AT 12 YDS FOR CORNER 


=: мэ 


PROTECTION CUBS - 5.Р.0. ROUTE PASE RELEASE NONE 
0.8.18; 1. ONE BACK SET. ALIGN OVER AT TIMES, CHECK INSIDE TO OUTSIDE 
2. BASE OUT QUICKLY IF POSSIBLE TO INFLUENCE MAC 
X 
SPLIT 0.S. #'s ROUTE 2-CROSS RELEASE INSIDE ADJ Vs СТЕО NONE 
C.P.'s: 1. REDUCE SPLIT - DRIVE INSIDE TO FIND ZONE BETWEEN INSIDE 
uL ಕತತ 1В'в.` --CRUISE AT 5 YDS - MAN - KEEP GOING LOOKING FOR —— 
BALL IN G/T GAP 
2. PRESS - QUICK RELEASE INSIDE LIKE ZERO ROUTE 
ї 3, МАМ - WORK UP - THEN CROSS 
SPLIT MAXIMUM | ROUTE 6 RELEASE INSIDE ADJ Vs CLEO КОМ 
ADJ. VS. СОМ. 2: FIND HOLE BETWEEN CORNER AND WILL 
C.P.'s: 1. QUICK INSIDE RELEASE PUSH UP 12 YDS. READ ZONE 
FIND HOLE BETWEEN INSIDE LB's - MAN CROSS 
2. MAKE MAC PLAY YOU IF YOU CAN 
2 


ROUTE 9 


C.P.'s: 1. QUICK RELEASE 9 RT - OCCUPY CORNER 
2. CLEO - FADE 
3. PRESS - BEAT HIM ON 9 RT -ALERT TD! 


SPLIT MAXIMUM 


RELEASE STRAIGHT ADJ Vs CLEO РАТЕ 


22 


SPRINT CUBS 


623225 & PROTECTION 


AUDI3LZ 
FORMATION TREY RT FLEX 


- ~- PATTERN 999. SWING CONTROL FARROW 


COVER 2 
EILEEN 77У г 
J * | 


NO ev " : 


ooocc|oc 


COVER 9 3221 


COACHING POINTS 2 
SERIES & PROTECTION SPRINT CUBS PATTERN 999 S4INGC Соптас; F-ARRG4 


(QUARTERBACK і рме s 
ат. READ uo EM naop SPRINT 


———— n— — — n— ಣಾ 


PROGRESSION F TO Y 
1) MAN COVERAGE GO IO F 
2) ZONE COVERAGE GO TO Y 


REC. ADJs VS CLEO x FADE Y 2 FADE y's ADJ VS 00೪.2 
HALFBACK - H " | 

PROTECTION SPRINT-CUBS ROUTE BASE 
FULLBACK - Е 

РАОТЕСТТОМ ROUTE ARROW о RELEASE FREE 

С.Р.з: 1. ALIGN 3 YARDS 0.5. EMLOS - OUTSIDE RELEASE ТО ARROW ROUTE 
X 

SPLIT +5 SIDELINE ROUTE 9 RELEASE 0.5. ADJ Vs CLEO РА 


1. RUN LIKE AUD 99 


Y 
SPLIT 1/2 F/Z ROUTE SEAM 9 RELEASE 9-9. ADJ Vs CLEO 
ADJ. VS. COV. 2: RUN THRU INSIDE SHOULDER OF SAFETY 
1. ALIGN HALF WAY BETWEEN F/Z 
2. RELEASE 0.5. AND STAY ON INSIDE EDGE OF #'s. 
z 


SPLIT +9 SIDELINE ROUTE 2 RELEASE 0:5: Ар) Vs CLEO: 348 


1. RUN LIKE AUD 99 


Ва 


528225 8 PROTECTION | CUBS | PATTERN 962 SWING ೦೦೩೦೭ H-FLAG/ ARROW 
ACDIZLE_ - 
bee mm 


FORMATION STRONG PT 


J 
`` 8 25 w @ j — 
© ОооФоо 
A 
— Tr ест А = 5 : —— — — x -- E 
227 . Жэт `x. 
с 4 д с : J fw 
4 Шинээ ЭЭН F.. u 4 5 < 2 - 
. 4 и i шы” n° 


¥ COVER 6 C129 


ಹ 4 


уг ಹಹ: ол Sabe. 


FLARE SERIES 


THE FLARE SEPIES IS OUR BASE WAY OF GETTING 
ALL 5 RECEIVERS INTO A PATTERN. FLARE TELLS 
THE LINE TO BLOCK BASE, AND SET UP FOR A QB 
TAKING А 7 STEP DROP. BOTH RB'S HAVE 5.8.0, 
ON THE OUTSIDE LINEBACKER BEFORE ENTERING 
THE PATTERN. THE RECEIVERS RUN THEIR ROUTES 


mws >m a ве = = ~ -ттэ тєв ЧИ Е ЕДИ - / ಹಾ » 


2” «и - == `. MAJ ' 7 ` е.” - - - а m xš == - = = - ~ 2 - -.. 
mr Аби Eid === A e . md un \ е 5.2 КУ eim deaa ww 


22 
` 
` 


| Эмээ ЭГ ! ы! 


| 
) хэл , 
б Е 
VS 34 EVEN 6 
L J R 
"NC. F 
| Чи Їл 2 E 5 
Мо 5 5 
` 
5 са 
VS 34M 


- ы КЕЧА a % 8 зд EVEN 
L | J = R 
‚7°; F 
B / Me 3 4 
HoH Sor 
‚OOO | 
| VIKING , 
RIGHT 
4 CALL à 
VS 45 OVER 4 DOWN CALL VS OVER А: 
L J | 3 
F М ! ї 
E E š 3 6/ w 
обвдар | 
i О nae 
FRISCO 
ALL 


5 DOWN CALL vs 2: 


.30'S PLAY FLARE 


-BC - НВ-5.Р.). BUCK ТО JILL, N/T RUN 
ROUTE CALLED. BE ALERT FOR 
SPECIAL PROTECTION CALL. 


BLOCK DEF END. VS SINK IN 3-5, 
STUB OR BUC BECOMES DEF END. 


BLOCK DEF TACKLE. (VS ODD 4-3- 
PG LOU OR RAY CALL). RB FB - S.P.U. STUB TO FRANK, 
N/T RUN ROUTE CALLED. ВЕ 
ALERT FOR SPECIAL PROTECTION 


CALL. 
D GUARD (3 ФЭН ра 
VS. 3-8 CALL ТОО 
BLOCK DEF TACKLE. VS ODD 1-3 
OR ВАХ CALL. VS 3-4 BLOCK 
Ко ош. 2222. BLOCKING VARIATIONS 


OFT 3-4, STUB OR BOC BECOMES DEF | | 
TNT 


COACHING POINTS 
——-— 


SERIES & PROTECTION FLARE PATTERN 545 SWING CONTROL READ JIL 
—. 
QUARTERBACK 
РЗ READ ЗАРЕТТЕС DROP 7 step 
знан с ра ле ಯು —SAFETIES 2 
PROGRESSION OUTSIDE RECEIVER TO BACK TO Y 
C.P.s: 1 THROW AWAY FROM JILL. 
2. 2 COVERAGE ALERT FOR Y & THROW ON 5 STEPS. 
3. STAR & WAR WILL BE USED A GREAT DEAL. 


RIC. ADJs VS CLEO X Y 2 ADJ VS COV.2 


HALFBACK 2 H 
PROTECTION 


[>< 


—w——r ЗІ 


S. P. U. BUCK STAR OR WAR ROUTE READ 
—  — ИЙ — ಘೂ НН НСС 


C.P.s: 1 S. P. U. BUCK 1 25 АС E дыы. вени Чыны Жашыл Быш, 
2. DRIVE ТО 6 YARD DEEP RUN READ. 
3. ALWAYS DECLARE STOP ROUTE OUTSIDE THEN ADJUST. 
-- 4. THIS STOP SHOULD BE WITHIN 2 YARDS FROM TOP OF NUMBERS. 
re-LBACK - F STAR 
— OR 
PROTECTION s, p, U. S1UB WAR ROUTE READ RELEASE OUTSIDE 
—— Е ——— mna a 
C.P.s: 1. S. P. U. STUB. | 
2. DRIVE TO 6 YARDS DEEP RUN READ. 
3. ALWAYS DECLARE STOP ROUTE OUTSIDE, THEN ADJUST. 
^. THIS STOP SHOULD BE WITHIN 2 YARDS FROM TOP OF NUMBERS. 
SPLIT NORMAL _ ROUTE — 5 RELEASE varie ADJ Vs CLEO zone ADJ. | 
С.Р.5: 1. муст HAVE GREAT “BURST PRIOR TO B. P.-AT 18 YARDS, ^^ Er c rs. 
2. COMEBACK HARD OUTSIDE TO FOOTBALL. и 
3. VS. PRESS-PRESSURE THE CORNER TO 15 YARDS, THEN BREAK OUT. 
x 
SPLIT  NoRMAL ` ROUTE 4 RELEASE їнзїрь ADJ Vs CLEO NONE 
ತಾ ಕಾಣಾ -: : : Минии ರ ANE | ಬ ರಾ — EE 


ADJ. VS. COV, 2: 8 


ИНЕНЩ 
С.Р. 5: 1. GOOD HEAD AND SHOULDER РАКЕ. 
2. INSIDE RELEASE-PUSH UPFIELD 10-12 YARDS-FIND INSIDE HOLE 
OVER THE MIDDLE. š 
RUN AWAY 4 AT 10 YARDS VS. MAN COVERAGE. 
2 4. CALL-85 Y - DO NOT ADJUST TO 8 VS COVER 2! 
SPLIT NORMAL ROUTE 5 RELEASE yaRIABLE ADJ Vs CLEO sone any. 
а НИ ಗಾ 
C.P.s: 1, MUST HAVE GREAT. BURST PRIOR ТО B.P. AT 18 YARDS. 
2. .СОМЕВАСК HARD OUTSIDE TO FOOTBALL. 
3. 


vs. PRESS-PRESSURE THE CORNER TO 15 YARDS, THEN BREAK OUT. 


PATTE?N 545 SWINC CONTROL READ 
| ಫಾ ಪಘಘಘಪಪಪಕ EID ವಾ ені ——————— т ಖಾ ÁÀ— 


Ц 
SZ?*ES 5 PROTECTION FLARE 
аеро з 85/85Y 
ҒОВУАТІОМ SPLIT ЭТОНТ 
Т 
(чі 
© COVER 1 FREE 
249 | `x. ; 
, E | 
зон ^ : 
ç Ы °. ac о 2 
`. : м ಶಿ м € 
© 
NOTE: 
85Y-NO ADJUST d 


ыг” 
- ч ДР А 
я | 
2-2. 
C 
COVER 7 COVER 6 CLEO 

‘ ? хета 
! , 
Г / 
1 5 


on 


- А - COACHING POINTS 


SERIES & PROTECTION FLARE PATTERN 585 SWING CONTROL DOUBLE Cros 
———rRxF... .. 
QUARTERBACK 
P.S.L. READ 5АРЁТТЕЗ DROP 7 STEP 


PROGRESSION DOWNFIELD TO HB 


C.P.s: 1. GAME PLAN WILL DETERMINE DOWNFIELD THROW, BUT PLAY BASICALLY CALLED 
TO GO TO HB ON MAN COVERAGE 


2. HB ALSO FINE RECEIVER VS ZONE 
REC. ADJs VS CLEO X Y Z ADJ VS COV.2 
HALFBACK . Н 
PROTECTION S.P.U. BUCK ROUTE SNEAK: 


нон аа Л 
SET UP INSIDE TO CHECK BUCK ` 


DELAY YOUR RELEASE LONG ENOUGH FOR F TO EXECUTE HIS CROSS ROUTE 


RELEASE INSIDE (OVER BALL) 
CROSS TO A DEPTH OF 5 YDS. DEEP OVER Y's ALIGNMENT 


DON'T LOOK FOR BALL UNTIL YOU CLEAR PROTECTION 


Cures: 


л £- C0 м н 
. ° е ө е 


FULLBACK - Е 


PROTECTION  S.P.U. STUB ROUTE CROSS RELEASE INSIDE 


Ср 1. CHECK STUB QUICKLY, GOOD ARC RELEASE 
2. GET TO A 4 YD DEPTH ON B.P. & CROSS TO 7 YDS DEEP OVER FAR TACKLE 
3. COME UNDERNEATH WILL OR BUCK - CREATES A PICK TECH. FOR H BACK 

4. VS ZONE RUSH UP ON ZONE DEFENDER IN RECEPTION AREA 


x 
SPLIT NORMAL ROUTE 5 RELEASE VARIABLE .ADJ Vs CLEO ZONE ADJUST 
С.Р.з: 1. MUST HAVE GREAT BURST ON STICK MOVE PRIOR TO B.P. AT 18 YARDS. СОМЕЗАС 
HARD TO QB ON BREAK. 
2. VS PRESS - PRESSURE THE CORNER TO 15 YDS, THEN BREAK QUT | 
3. READ CORNER AND JILL FOR COVERAGE RECOGNITION 
x 
SPLIT NORMAL ROUTE 8 RELEASE BEST ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: POST 
СР <: 1. VS № MIDDLE 1/3 SAFETY - STICK MOVE OUTSIDE ~ RUN POST 
2. VS ZONE WITH MIDDLE 1/3 SAFETY - HOOK AT 16 YARDS 
3. VS MAN WITH MIDDLE 1/3 SAFETY - RUN AWAY 4 AT 10 - 12 YARDS 
2 


SPLIT NORMAL ROUTE 5 RELEASE VARIABLE ADJ Vs CLEO ZONE AD. 


СО ХЭС 1. READ CORNER AND FRANK FOR COVERAGE RECOGNITION 
2, SAME AS X COACHING POINTS ABOVE 


6 


SEPTES i PROTECTION FLARE ೨47229 585 


SINC CONTROL DOUBLE свого 00000 


AUDIBLE 
—M——— 


‚ FORMATION — SPLIT 57087 


—ÀsÀ "o MÀ —— MÀ —— ——— аа. .— 


о — — o — — == © —— k ама — Í U. a a ------- 
re 


COVER 1 FREE 


COACHING POINTS 


1-. ಜಾತ 


5ЕХ1Е5 & PROTECTION FLARE PATTERN 787 SWING COT BASE 


QUARTERBACK — ээтэн ie 


PISL. READ SAFETIES DROP 7 STEP 


PROGRESSION 
C p.s: 1. GAME PLAN TO DETERMINE CALL TO X OR Z 
2. ALERT FOR PROPERTIES OF 8 ROUTE BY Y 


3. NO RECEIVER DOWN FIELD ALERT BACKS 


REC. ADJs VS CLEO X Y Z ADJ VS COV.2 


о Ó— 


HALFBACK . H 
PROTECTION S.P.U. BUCK STAR OR WAR ROUTE BASE 


co. С.Р.5: 1, -CHECK PICK UP-RESPONSIBILITY- я ет о. 
2. RUN BASE ROUTE 


FULLBACK - F 
PROTECTION S.P.U. STUB STAR OR WAR ROUTE BASE RELEASE OUTSIDE 


С.Р.5: 1. CHECK PICK UP RESPONSIBILITY 
2. RUN BASE ROUTE 


X 
SPLIT MINIMUM ROUTE 7 | RELEASE VARIABLE АРІ Vs CLEO NONE 
ПЛЕ p.s. 1. REDUCE SPLIT 2 YARDS 2 MUST RECOGNIZE COVERAGE ош 
u . 2. VS COVER 2 - INSIDE RELEASE ON CORNER AND RUN ROUTE OFF SAFEY 
23. CONVERT 7 TO А 5 ROUTE AT 18 YARDS VS COVER 4 
4. VS PRESS RUN 7 ROUTE ON CORNER d 
= 
SPLIT NORMAL ROUTE 8 RELEASE PESI ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: POST 
C.P.s: 1 VS COVER 2 - RUN POST WITH OUTSIDE STICK - STAY ON OR NEAR HASH 
2. UNCOVERED WITH D.B. IN POST AREA - 16 YARD 4 ROUTE | 
3. COVERED WITH D.B. IN POST AREA - 10 - 12 YARD RUN AWAY 4 
z 


SPLIT NORMAL КОСТЕ 7 RELEASE VARIABLE ADJ Vs CLEO NONE 


C.F uss 1. REDUCE SPLIT 2 YARDS - MUST RECOGNIZE COVERAGE 
SAME AS X COACHING POINTS ABOVE 


à ತೆ 


222711 PROTECTION FLARE PATTE? N 29722254242 CONTROL BASE 
AUDIBLE 


FORMATION | SPLIT PICHT 


- - 


r 
* 
~“ 
і 
/ , 
с © 


COVER 1 РЕВЕ: 


$ — ಸಂ ನ ನ 


COVER 9 


COACHING. POINTS 


STATES 5 PRITECTION FLARE PATTERN 279 ಉಳ ಕಾನು ಸಲಾ 


ae 


—— — 
QUARTERBACK аа 
Роза а READ SAFETIES DROP 7 SIEP 


FROGRESSLON Z TO Y 
C.P.s. 1. GOOD VS 4 OR 6 COVERAGE 

2. TAKE A LOOK AT Z ALWAYS KNOWING YOU HAVE POSITIVE THROW TO Y 
АЕС. ADJs VS CLEO X Y Z ADJ VS COV.2 


HALFBACK . H | 
PROTECTION  S.P.U. STUB STAR ROUTE BASE 


C.P.s: 1. SWING PICK UP OUTSIDE BACKER 


2. CHECK OUT ON BASE IF NO CALL 


FULISACK. З Ж 
PROTECTION 5.2.0. BUCK STAR ROUTE ANGLE ВЕ БАЗЕ OUTSIDE 


C.P.s: 1. DO STAR PROTECTION ON THE MOVE 
2. SELL ARROW ROUTE BEFORE YOU START YOUR ANGLE 
3. ALL PROPERTIES OF ANGLE APPLIES "JUKE" 


х 


SPLIT NORMAL ROUTE 9 RELEASE OUTSIDE ADJ Vs CLEO NONE 


7 C.P.s: 1. RELEASE OUTSIDE ON ALL COVERAGES OOO -=—— 


l< 


BRUIT. ОҚ. ROUTES ЕКО RELEASE INSIDE др) vs CLEO 8088 


ADJ. VS. СОУ. 2: NONE 


C.P.s: 1. RELEASE INSIDE AND GO UNDER ALL LB'ers 
2. VS MAN, SHAKE DEFENDER AND CROSS BALL TO 6 YARD DEPTH 
3. VS ZONE - CAN HOOK UP ONCE YOU REACH WEAKSIDE TACKLE AREA 


it 


SPLIT SONAL ROUTE 7-SAIL RELEASE INSIDE др) Vs CLEO 24 
C.P.s: 1. INSIDE RELEASE AND PUSH UPFIELD 12 YARDS BEFORE BREAKING OUTSIDE АТ 
459 ANGLE 


2. VS COVER 2 - USE SAIL TECHNIQUE AND FIND HOLE ON TOP OF 


SERIES à 5 07207205 FLARE PATTERN 779 SWING CONTROL 23416: 
—————— о ಬನ 


AUDIBLE 
RIGHT OVER 


Cl. 


FORMATION SPLIT 


COVER 6 CLEO 


LIT 


COVER 9 COVER 9 Б. 


FIRM SERIES 


THE FIRM SERIES IS OUR MEDIUM RANGE TIMED PASSING GAME. 


°° FIRM TELLS THE LINE TO BLOCK BASE AND SET SHORT BECAUSE 


THE QB 15 TAXING А 5 STEP DROP. BOTH RB'S HAVE S.P.U- 
Ом THE OUTSIDE LB'ERS BEFORE ENTERING THE PATTERN. WIDE 
RECEIVERS ADJUST THEIR ROUTES ТО 12 YARD BREAKING POINTS 
TO COORDINATE WITH THE FIVE STEP DROP. 


FIRM CAN BE COMBINED WITH OTHER PASSING SERIES AS A 
SECONDARY CALL THAT WOULD ALERT EVERYONE TO USE FIRM 
TECHNIQUES WITHIN THE FRAMEWORK OF THE PRIMARY SERIES 
CALLED. EXAMPLE: FIRM-468 FLAT-R. IT AMOUNTS TO A 
WEAKSIDE PATTERN READ WITH FIRM TECHNIQUES BEING USED. 
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у RAY 


+ CALL 


- 


M w 
/ 


я, 
\ O у 


R 


4 


$ 


о—- 


VS 34 EVEN L 
J R 
Y dM. F 4 
ಆಜು M 
, , 
ಬೀ с А 
4 c. б 
VS OVER 122К2 
: К 
B е Е : S/W \ 
і 
b 5 á | 
о о 
FRISCO 
5 CALL 
5 DOWN зм О VS 36 


жк aval ула таз 2 iy 3 kaku Ага j = а — a "лм, > mson è ë mpm msya am 
PLAY FIRM SERIES LEFT FORMATION (30'S) pray FIRM SERIES 3228೧ ээх bet саду 


..HBsS.P.U. BUCK TO JILL, N/T RUN 
“ROUTE CALLED, NO ROUTE CALLED 
CHECK BASE. 


ї PATTERN | a 


BLOCK DEF END. VS SINK IN 
3-4, STUB OR BUC BECOMES 


DEF. END. 


NOTE=QB 15 ON A 5-5ТЕР DROP. 


BLOCK DEF TACKLz. (VS ODD 4-3 
PG LOU OR RAY CALL). VS 
3-4 LOU OR RAY CALL 
Үс. EVE VE 
MAKE PROPER CALL TO GUARDS. 
ODD FRONT 4-3 CALL LOU R 
С ВАҮ ТО UNCOVERED GUARD (3-4 
SINK EQUALS ODD 4-3). VS 3-4 
CALL LOU OR RAY ТО P.G. 


BLOCK DEF TACKLE. VS ODD 4-3 
OFG LOU OR RAY CALL. VS 3-4 
BLOCK WILL CHECK BLOCK OF НВ. 


BLOCK DEF END. VS SINK IN А BLOCKING VARIATIONS 
OFT 3-4 STUB OR BOC BECOMES DEF END, 


RB РВаб,Р.Ю. STUB TO FRANK, N/T Rut 
ROUTE CALLED, NO CALLED ROUTE 


CHECK BASE 


* 


NOTE=QB IS ON А 5-STEP DROP. 


ил 


COACHING POINTS 


SERIES 8 PROTECTION FIRM PATTERN 343 ೨೩ ЛОС са STOP 
———— 
QUARTERBACK 
Pan Тив READ SAFETIES DROP 5 STEP 


PROGRESSION OUTSIDE RECEIVER TO BACK TO Y 
С.Р.5: 1. 5 STEP DROP, PLANT AND THROW NO SHUFFLE FORWARD 


2. THROW AWAY FROM JILL 
3. 2 COVERAGE ALERT FOR Y 


REC. ADJs VS CLEO X Y Z ADJ VS СОУ.2 “IDOL: 


HALFBACK . H 
PROTECTION 5.3.0. BUCK FIRM STAR OR WAR ROUTE FIRM STOP 


2 a mene ИН 
—— cp s. l. RELEASE. “QUICK “READING: BUCK ON THE MOVE -—— — — 
2. RUN FIRM STOP ROUTE AT 6 YARDS DEEP 


3. DEFINE YOUR STOP, THEN SLIDE SLIGHTLY TO OPEN AREA 


I Е 
— S.P.U. STUB FIRM 
PROTECTION STAR OR WAR ROUTE FIRM STOP RELEASE SDE 
i | С.Р.в: 1, RELEASE QUICK, READING PICK UP ON THE MOVE 
x 2. RUN STOP ROUTE 6 YARDS DEEP OVER Y ORIGINAL ALIGNMENT 


3. DEFINE YOUR STOP. THEN SLIDE SLIGHTLY TO OPEN AREA 


(>< 


Sebi Pe ВО. 9 RELEASE SAIS жаста ಉಂ r, 


REDUCE SPLIT 1- 2 YARDS - - DRIVE QUICKLY AT CORNER 


USE SPEED TURN AT B.P. OF 11 YARDS. 
GET HEAD AROUND QUICKLY TO FIND FLIGHT OF BALL 


VS COVER 2 - ZONE ADJUST 


С.Р.5: 


+ Ú) F3 нә 


Ie 


SPLIT NORMAL ROUTE 9 RELEASE INSIDE Ар] vs cLEo ММ 


ADI. VS. COV. 2. 3 


CP. s: 1. GOOD HEAD & SHOULDER FAKE 
2. INSIDE RELEASE - PUSH UPFIELD 8-10 YARD - FIND INSIDE HOLE 


UNDER LB'ers IN ZONE 
3. RUN AWAY AT 8 YARDS VS MAN COVERAGE 


А, Восам То Psr (2 Rows) YS Covi ua 0 Я 


IN 


SPLIT MINIMUM ROUTE 3 RELEASE STRAIGHT ADJ Vs CLEO ZONE АОС. 


°: 


C Pusi 1. REDUCE SPLIT 1-2 YARDS - DRIVE QUICKLY AT CORNER 


2. USE SPEED TURN AT B.P. OF 11 YARDS 
3. GET INSIDE LEG UP FIELD 3 TIMES AND ROLL INTO SPEED TURN 


С705Е56 ; PROTECTION FIRM DATTESN 


-. 


AUDIBLE 83 


FORMATION — SPLIT ₹708 


343 


SWING CONTROL 


STOP 


COACHING POINTS 


SERIES 8 PROTECTION FIR PATTERN, 817 SWING CONTROL H-FLAI-CHEC 
QUARTERBACK - - 
СРЯ READ SAFETIES DROP 5 STEP 


PROGRESSION X TO Z TO Y 


Ca ross 1. 5 STEP DROP, PLANT 5 THROW. NO SHUFFLE FORWARD 
2. GOOD PATTERN WHEN CORNER IS OUTSIDE X & JILL GOES TO CENTER FIELD 


3. 2 COVERAGE GO TO Z 
REC. ADJs VS CLEO X Y 2 ADJ VS СОМ.2 


HALFBACK . H 
PROTECTION S.P.U. BUCK FIRM STAR OR WAR ROUTE FLAT 


——— ОР -s—-— CHECK PICK-UP-ON THE MOVE, ВОМ FLAT ROUTE —— ^ 2 c mI 
2. ALL FLAT TECHNIQUE APPLY 


FULLBACK x F ігі 
OR 
PROTECTION S.P.U. STUB WAR ROUTE CHECK RELEASE INSIDE 


CoP OS 1. SET UP INSIDE 

2. BACKER DOGS TAKE HIM ON | 

3. NO DOG RESPONSIBILITY DELAY 2 СООМТ5. CHECK DOWN IN OPEN AREA 
LOOK FOR DROP OFF 

4. THIS IS A FIRM DROP BY QB 


x 
SPLIT MAX ROUTE FIRM 8 RELEASE STRAIGHT ADJ Vs CLEO NOSE 
C.P.s: 1 DRIVE QUICKLY AT CORNER - В.Р. IS 12 YARDS ~ MUST TAKE OUTSIDE LEG | 
UPFIELD 4 TIMES.  (TIMED ROUTE) 
2. ANGLE ON BREAK WILL TAKE YOU UPFIELD - JUST CROSSING THE NUMBERS WHE: 
YOU CATCH BALL AT 21-23 YARDS E. x | : 
Y 3. WE WILL ALSO USE SHORT OUTSIDE STICK MOVE BEFORE BREAK 
SPLIT NORMAL ROUTE i RELEASE OUTSIDE ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: NONE 
C.P.s: 1. MAKE A SLIGHT UPFIELD MOVE AND BREAK OUT AT AN ANGLE 
2. WIDEN AREA QUICKLY AND BE ALERT FOR THE BALL 
3. WHEN YOU GET CLOSE TO SIDELINE, SETTLE DOWN AND FACE 0В.. 
z 
SPLIT NORMAL ROUTE 7 RELEASE VARIABLE ADJ Vs CLEO ZONE AD-. 
C.P.s: |. MUST RECOGNIZE COVER AND CONVERT TO 18 YARD - 5 ROUTE IF CORNER PLA:. 


OUTSIDE LEVERAGE WITH DEEP 1/3 RESPONSIBILITY. 
2. MUST PUSH VERTICAL BEFORE ANGLE BREAK VS COVER 2 


ವ್ರ - 
629786 5 PROTECTION FIRM PATTE?N 817 SWING CONTROL H-FLAT CHECK 
AUDIBLE 
FORMATION | SPLIT °ТОНТ А 


С 


ಲೆ Ф 


COVER 6 ೦೭೨೦ 


„не 


СОМЕК 7 


.. COACHING POINTS 


SERIES 8 PROTECTION MAX FIRM — PATTERN 999 SAING CONTECL ಲ 
2 QUARTERBACK 
P.S.L. READ САҒЕТІЕ5 DROP 5 STEP 


PROGRESSION  ТІТЕ CORNER TO Y 


Cepu sa 1. 5 STEP DROP. CAN SHUFFLE FORWARD 
2. THINK X OR Z. THROW BALL OVER OUTSIDE RECEIVER SHOULDER BETWEEN 
RECEIVER AND OUT OF BOUNDS. 
3. 2 COVERAGE ALERT Y 


REC. ADJs VS CLEO X Y z ADJ VS С0У.2 


HALFBACK - H 


PROTECTION | S.P.U. BUCK FIRM ROUTE__NONE 
ЕЕ SE S C NEUES о с ಚಡ СР M 


2. NO BUCK DOG HELP ON DEFENSIVE LINEMAN 
3. TAKE DOG ON CLOSE TO L.O.S. THIS IS A FIRM DROP 


РЕ ВАС: xm 


PROTECTION S.P.U. STUB FIRM ROUTE NONE RELEASE NONE 
х: С.Р.8: 1. §.P.U. STUB FIRM 


2. NO STUB DOG, HELP ON DEFENSIVE LINEMAN 
3. TAKE DOG ON CLOSE ТО 1.0.5. THIS 15 A FIRM DROP 


Х 
| SPLiT NORMAL — ROUTE | 9 | | | RELEASE VARIABLE ADJ Vs CLEO М 
C P s, 1. SPRINT AT THE CORNER AND MAKE DECISION BY 12 YARDS WHETHER YOU S5 — 
GOING INSIDE OR OUTSIDE HIM. 
2. AFTER YOU BREAK PAST CORNER, SPRINT, DO NOT LOOK FOR BALL UNTIL 720 
HAVE TAKEN SEVERAL STRIPES UPFIELD. 
қ 3. QB WILL THROW BALL OUTSIDE AND UPFIELD 3-5 YARDS INBOUNDS. 
SPLIT NORMAL ROUTE 8 RELEASE BEST ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: POST | 
СР. 3: |. BEST RELEASE, READ FRANK 5 JILL FOR COVERAGE. 
2. COVER 2 - RUN POST - OUTSIDE STICK MOVE - STAY ON OR OUTSIDE NEAR EAS 
3. UNCOVERED WITH DB IN POST AREA - 16 YARD 4 ROUTE ` 
à. COVERED WITH DB IN POST AREA - 10-12 YARD RUN AWAY 4 
z 
SPLIT NORMAL ROUTE 9 RELEASE VARIABLE ADJ Vs CLEO NONE 


C LIESS 1. SAME AS X COACHING POINTS ABOVE 


SEPTES $ PROTECTION МАХ FIRM PATTESN 949 SWING CONTROL BASE 
—— ih L L 


AUDIBLE 39 
— T Ш 


FORMATION SPLIT °ICHT 


QUICK SERIES 


THE QUICK SERIES IS OUR SHORT RANGE TIMED PASSING 

55 САМЕ IN WHICH THE TERM QUICK DEFINES ALL RESPONSIBILITIES. 
IHE LINE SET AGGRESSIVELY, BLOCKING BASE ASSIGNMENTS. 
IHE QB TAKES A 3 STEP DROP, THROWING WITH A TIMING FACTOR 
OF 1.9 10.126. “THE BASIC ROUTES. 05220 LN THE QUICK SERIES 
ARE THE 1 ROUTE (6 YARD QUICK OUT), THE 2 ROUT? 
(6 YARD SLANT) AND IN THE GOAL LINE THE QUICK FADE. BOTH 
RB'S HAVE AGGRESSIVE S.P.U. ASSIGNMENTS ON THE TWO OUTSIDE 


| LINEBACKERS, THEN ENTER ІНЕ PATTERN: 


QUICK CAN BE COMBINED WITH OTHER PASSING SERIES AS A 

SECONDARY CALL THAT WOULD ALERT EVERYONE TO USE QUICK 

u | TECHNIQUES WITHIN THE FRAMEWORK OF THE PRIMARY SERIES 
——— —— ==Fi00D= QUICK 202 FLAT IT AMOUNTS-TO === 


WEAK FLOOD QUICK PASS. 


VS 46 ೬ DOWN CALL 5 DOWN CALL 15523 


+) 


HB=AGGRESSIVE S.P.U. FLARE 


BC о ASSIGNMENT ВОСК ТО om 389 т: 


a DEF END. 
3-4, STUB OR 


BLOCK DEF TACKLE. 
LOU OR RAY CALL). VS 
3-8 LOU OR RAY CALL. 


(VS ಉಂ 4-5 


"CALL TO GUARDS. 
ES 


TO UN 
Бум Е UALS Q 


BLOCK DEF ТАСКТЕ. 
LOU OR RAY CALL. 


НІМ TO СЕТ HANDS 006 Wa mon 
ROUTE FROM GAME “ТО UP СЯ 
ARROW 

NOTZ=WHEN YOU ARE ONLY ЗАСХ IN 
BACXTIZLD ALWAYS BLOCK AWAY 
FROM Y. 

WHEN YOU ARE FLANKED OUT РЛ: 
ROUTE CALLED. 


FBSAGGRESSIVE S.P.U. FLARE 
ASSIGNMENT STUB TO FRANK. 27 
SIMODO СЕТ HANDS: DOWN. (3/5 
RUN ROUTE FROM GAME RLAN, UF 22 
ARROW. 

МОТЕ=ЧНЕМ YOU ARE ONLY BACK 27 
BACKFIELD, ALWAYS BLK AWAY 
FROM Y. 


BLOCKING VARIATIONS 


BLOCK DEF END. 1 
3-4 STUB ОН ВОС ВЕСОМЕЗ DEF END. 


—— —— RÀ — - 


e Ue Веща Е св? 
PATTERN ACD. 60 оона ие 
=. —ы— 
READ CORNERS | | рдОР 3 STEP 
1. 3 STEP PLANT AND THROW WITH AUTHORITY 
2.5: 2, KIT RECEIVER'S SHOULDER AWAY FROM DEFENDER 
3. THROW TO OFF CORNERS SIDE OR WEARNESS OF DEFENSE 
4. ВЕ ALERT FOR SEAM ROUTE IF INSIDE RECEIVER IS UNCOVERED 
КЕС, А225 VS CLEO X bi 2 = Y's DJ VS hos oe 
ПАЗРЗАСК 
PROTECTION  S.P.U. 2 BACK - N.S.P.U. 1 BACKROUTE НІТСН-ЅЕАМ 
атаара NI Fee SU PRESS OSS SEF RUNNING HITCH ಜಾ неон p —— 
2. VS CLEO ZONE ADJUSTMENT 
3. IF INSIDE RECEIVER RUN SEAM ROUTE - BE ALERT IF UNCOVERED 
FULLBACK | 
S.P.U. STUB/BUCK ` 
РАОТЕСТІОХ MUST KNOW FORMATION ROUTE CIRCLE RELEASE OUTSIDE | 
C ОР з: l. YOU MAY MOVE OVER ТО Н.В. POSITION IN SINGLE BACK SET. 


ATTACK STUB/BUCK ON MOVE, IF HE DOGS CHOP HIM TO GET 
HIS HANDS DOWN. 
3. NO DOG RUN CIRCLE ROUTE 


SPLIT NORMAL/MAX ROUTE HITCH/SEAM RELEASE VARIABLE ADJ Vs а EQ ZONE АГ. 
шиг 2... RUN 6 YARD HITCH IP OUTSIDE RECEIVER. “YOUR SPLIT WILL ВЕ MAXIMUM OR 
OUTSIDE RELEASE. SIT ON 3rd OUTSIDE LEG. 
2. GIVE OB ALL YOUR NUMBERS - BALL THROWN AWAY FROM COVER. 
3. FIND MIDDLE SEAM UP FIELD WHEN YOU ARE INSIDE RECEIVER 
BE ALERT IF UNCOVERED. 
Y 
SPLIT NORMAL ROUTE sraM/S.P.U. RELEASE oursIDE ADJ Vs CLEO уох: 
ADJ. VS. СОУ. 2: FIND SEAM 
C.P.s: l. 2 BACKS - RUN ROUTE 1 BACK - ATTACK STUB 
2. RELEASE OUTSIDE STUB WHEN RUNNING ROUTE UNLESS HE IS TOO WIDE. 
( 2 


SPLIT NORMAL/MAX ROUTE HITCH/SEAM RELEASE VARIABLE ADJ Vs CLEO zone 2. 
SAME RULES AS X RECEIVER ABOVE. 


1 
2. VS PRESS O.S. HITCH. 
3 SIT ON 3rd OUTSIDE LEG - GIVE Q3 ALL YOUR NUMBERS 


С. 


"а 


. 
» . 


52 PROVECTION (LT FORMATION) 


AREA BLOCK WITH TACKLE. 
(C.P. 46, 36, OVER SINK WK 
DEFENSE) 


AREA BLOCK WITH TE. VS STACKS 
AREA WITH G 4 TE. IF FREE HELP 
TE. (CP 46, 36 OVER SINK WK DEF.) 


FIRM OR FLARE. PROTECTION. 
MAN ON. 
LOU/RAY CALLS 


FIRM OR FLARE PROTECTION. MAKE 


PROPER LOU OR RAY CALLS 
ACCORDING TO DEFENSE 

VS 4-MAN LINES FREE PLAY GUARD 
VS 3 MAN LINES FREE OFF GUARD 


БЕ р OTECTION - MAN ON, 
BL EA 


FLOOD РЕОТЕСТТОМ - MAN ON, 
DBL READ. 


OFT 


~ ~ e — м аъ 


VS 5-4 CRASH | 


| 
| 
i 
t 


| 
| 


ко 
о 
C; 
єл 
B 
< 
tn 
C4 
н 
Е 
о 
23 
+3 
O 
Ме. 
Е 
Оз 
о 
Hi 
на 
са 


С ВС -HB = FREE RELEASE ТИТО PATTERN ನರವ 


RB FB - MOVE TO OPPOSITE FORMATION; | 
LOCATE BLITZING SAFETY S.P.U. 4 
THIS IS MAX PROTECTION. ^ | 
ALERT JILL BUCK SWITCH. YOU HAVE | 
INSIDE ОР TWO. | 

| 

BLOCKING VARIATIONS _ "E 


VS 46 


VS 46 OVER 


|| НЕ 08, 


M 5 


CALL 


а: 
bbe 


4 DOWN CALL 


earn 


d 


J МЫ ag 


Q, 
CALL 


8 


DOWN CALL 


3 fuc — 95 34 SVEN ` 
L J R 
24%. іс 
8 / м 3 ! 4 
4 3 
! VIKING : D 


VS OVES 25222. 
L J А à 
Р y ћ 
А ' ЕР 5/ я і 
1 | 
1 Š Š Š | 
ОУ и“ є 
FRISCO 
5 CALL 
5 DOWN CALL 15,25 


“Уу” 


Azo 191 ಜೇ CONTROL CIRCLE | 


стрљеб ; PROTECTION QUICK 


AUDIBLE 81 


TORMATION | SPLIT ₹208 


ИШИНИН RUE NDUD 


COVER 7 
нравите у i `. 1 T 
А і с А 


SEATS & ГАСТЕСТІОХ OUTCK PATTERN 191 Sloe СОТ CIRCLE 
ನು = 
_ QUARTERBACK 
P. S L. READ CORNERS DROP 3 STEP 


ಮಾದಾರ ನಾನಾನಾ ರಾವನ 


PROGRESSION OFF CORNER 


ет I m 1. 3 STEP PLANT AND THROW WITH AUTHORITY 
2. THROV TO OFF CORNER'S SIDE OR WEAKNESS OF DETENSE 


Recs UNDIS NICE X Y Z ADI УЗ ಕಾಡಿ 


HALFBACK - H 
PROTECTION | S.P.U. BUCK ROUTE CIRCLE 


СТР. TTT ATTACK BUCK, CUT HEY WHEN POSSIBLE 
2. IF BUCK DROPS RUN CIRCLE BE ALERT FOR BALL 


3. IF BUCK IS IN WALK POSITION OR BUZZ WIDEN CIRCLE ROUTE 
ALERT TO GET BALL. 


————— те 
Оа - 


FULLBACK - Е 
PROTECTION  S.P.U. STUB QUICK ROUTE CIRCLE RELEASE OUTSIDE 
: C.P.s: 1. ATTACK STUB, CUT HIM TO GET HANDS DOWN 


2. N.S.P.U vs LIVE DEFENSIVE END 
3. BY GAME PLAN 


Х 
| SPLIT NORMAL ROUTE 1 RELEASE STRAIGHT ADJ Vs CLEO ZONE ADJ 
ни С.Р. $: |. USE SPEED TURN АТ 6 YARDS пр сахин 
2. СЕТ YOUR HEAD AROUND QUICKLY 
3. DO NOT BEND BACK ТО 1.0.5. UNLESS BALL FORCES YOU BACK 
4. VS. COVER 2 - ZONE ADJUST -- 
Y 1 
SPLIT NORMAL ROUTE 9 RELEASE OUTSIDE ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: EIGHT | 
C.P.s: 1. NO CHECK REQUIRED FROM THIS FORMATION - MUST KNOW WHEN CHECK 
RELEASE IS REQUIRED 
í z 
52111 NORMAL ROUTE 1 RELEASE STRAIGHT ADJ Vs CLEO ZONE ADSL. 
C.P.s: ]. USE SPEED TURN AT 6 YARDS 


2. GET YOUR HEAD AROUND QUICKLY 
3. DO NOT BEND BACK TO 1.0.5. UNLESS BALL FORCES YOU BACK 


SERIES š PROTECTION CUICK PATTERN 2-0 22 


AUDIBLE 80 


FORMATION DIG RIGHT 


: E 
C : : с с : 
: = : | з м : 
e “ФооФОоООФ —-. oo@oos 
x О ೦ á ಐ |" FJa ° 4 
2 - M ONE 
© 
= = 
РАК RIGHT DOUBLE RIGHT 
J 
-e ——== 
ч . M 
А 
осесо 


N 
ж 
SPLIT RIGHT I RIGHT 


ж 
2 
2 
5 | ан 5 
B 
coeooó, | лан на 
Y 
z |“ ore 
ತೆ 


© 
а N ^ 
= TREY RIGHT DOT RIGHT 


== — coven AFR 


=. 


SWING CONTROL 


m 


N (раа 


ч 


ғ 


5 
ಲಿ 
y 


COACHING POINTS 


SERIES & PROTECTION WICK PATTERN 282 е RN 
—————— - 
QUARTERBACK — 
PISQLS READ  SAFETIES DROP 3 STEP 


Exe 1. 3 STEP PLANT AND THROW INTO BODY OF RECEIVER 
2. GOOD VS 1, 6, & 7, DEFENSES 
3. USED IN +10 AREA 
REC. ADJs VS CLEO X Y 2 ADI VS 0,2 
HALFBACK - H 
талына ಸುತರು === 
ಮುರಿ pig. bh. ATTACK BUCK AGGRESSIVE, CUT TO GET HANDS DOWN ಎಷ್ಟ шшш: 
2, RUN ARROW ROUTE 
3. NO DOG, SPRINT HARD TO CLEAR UNDERNEATH COVERAGE 
4. ALWAYS ALERT FOR BALL 
FULLBACK - F 
PROTECTION _$.P.U. STUB QUICK ROUTE__ ARROW RELEASE OUTSIDE 
CLP S 1. ATTACK STUB AGGRESSIVE, CUT TO GET HANDS DOWN 
2. RUN ARROW ROUTE 
3. NO DOG SPRINT HARD TO CLEAR UNDERNEATH COVERAGE 
4. ALWAYS ALERT FOR BALL 
2 
Ба 223 ROUTE. ° RELEASE STRAIGHT дру vs CLEO МОРЕ 
Со Pos: I1. PUSH DEFENDER AND BREAK ON 3rd STEP - APPROXIMATELY Ф YARDS == — —— 
2. ATTACK INSIDE АТ 450 
3. QB WILL PULL YOU INTO HOLE 
4. MUST GET INSIDE VS PRESS 
= 
SPLIT NORMAL — ВОСТЕ 8 RELEASE INSIDE ADJ Vs CLEO “ОМ 
ADJ. VS. СОМ. 2:_ NONE 
C.P.s: 1. BE ALERT FOR POP IF INSIDE AREA VOIDED 
2. ADJUST TO RUN AWAY IF FRANK PLAYING MAN - AFTER 6 YARD VERTICAL PUSE 
2 
зеніт З ROUTE 2 RELEASE STRAIGHT дру vs CLEO 505 
Ger aS 1. PUSH DEFENDER AND BREAK ON 3rd STEP - APPROXIMATELY 6 YARDS 
2, ATTACK INSIDE АТ 450 - BE ALERT FOR FRANK 
3. QB WILL PULL YOU INTO HOLE 


— ಜಾ өз өв өв ғ 


З ЗО es eS 


629752 j ӨЗТТЇҮСТЇСХ QUICK PATTERN. 282 SWING 201501 ARROW 
AUDIBLE 82 (00Е5 NOT APPLY TO ANY FORMATION SHOWING | SET BACK) 


зе ... 


FORMATION SPLIT LICHT (THIS IS A 2 BACK FORMATION AUDIBLE) 


` 
ч 
л : Л 


t 
- е 
~ 


~ 


COVER 7 | COVER 6 CLES 


— — ——— лэл 


дич 


TRE МАХ SERIES IS А MAXIMUM PROTECTION SERIES INVOLVING 3 
RECEIVERS. MAX REALLY MEANS BOTH BACKS STAY IN FOR PROTECTION 
PURPOSES. THE LINE BLOCKS BASE, SETTING FOR A 7 STEP DROP, 
“Пс THE AE's CHECK THE LINEBACKERS, THEN HELP CLEAN Ur. ТН 
MAX SERIES IS NOT A COMPLETE SERIES, BUT IT DOES GIVE US THE 


FLEXIBILITY TO KEEP BOTH BACKS IN AND THROW WHEN WE ARE HAVING 


= PROTECTION PROBLEMS. ЭНЭРЭН ಬ а сайға ತತಾ ಬಜ forno a п 


—n À 


NOTE: PROTECTION CAN BE MAX-FIRM WHICH DICTATES A 
5 STEP DROP WITH MAXIMUM PROTECTION 


52 PROTECTION - A VARIATION OF MAX PROTECTION USED TO PICK 
UP SAFETY BLITZES. THE TE STAYS IN TO BLOCK SITUS, FREEING A 


BACK TO LOOK EXCLUSIVELY FOR SAFETY BLITZES. TWO RECEIVERS 


(X & Z) AND A BACK ARE THE PRIMARY RECEIVERS. THE LINE АКО” 


ТЕ BLOCK FLOOD РКОТЕСТТОН. 


23755 ; PROTECTION QUICK 


AUDIBLE 


FORMATION SPLIT 5708 


J meee 


DATTE?N 


COVER 7 


212 


6೩226 CONTRCL_H-ARROW UP 


Ро 


7--.. 


E 


` М 


oo e b 
೦ 


COVER 6 CLEC 


4^ 


ಸ 


THE FLOOD SERIES IS OUR WEAK FLOOD SERIES. A 
SERIES THAT ALLOWS US TO GET 3 RECEIVERS OUT 
‘TO THE WEAKSIDE. THE TE (Y) STAYS IN TO BLOCK. 
THE STRONG SIDE OF THE LINE AND CENTER BLOCKS 
FLARE (OR FIRM). THE WEAK SIDE GUARD OR TACKLE 


DOUBLE READS IF UNCOVERED. THE QB WILL THROW 


--0ЕР A BLITZ ОҒ-ВИС-(Ұ5-А-4 MAN LINE AND ВИС AND — —— 


WILL VS A 3 MAN LINE. 


QUICK OR FIRM TECHNIQUES CAN BE COMBINED AS A 
SECONDARY CALL WITH THE FLOOD SERIES. 


EXAMPLE: FLOOD - QUICK - 202 ARROW. 


“. чо >т = > amm am ma ಗಣ 0... m ag . 
А о Па а ы Шы MS SE FORMATION E 


MAX SERIES PISHT ಲ್‌ ಚ್ಚ 


. 
toll. 


Y PATTERN 


BLOCK DEF END. VS SINK IN 
3-4, STUB OR BUC BECOMES 
ET DEF. END. 


BLOCK DEF TACKLE. 
LOU OR RAY CALL). 


PG 3-4 LOU OR RAY 7 


VS EVEN FRONT 4-3-YOU HAVE MIKE 
MAKE PROPER CALL TO GUARDS. VS 


С ODD FRONT 4-3 CALL LOU 2 oy 
TO UNCOVERED G ARD се 
aN за ТАМ, 


ЕРЭН SRY 555035 


LOU OR RAY CALL. ЁС 3-4 “BLOCK 
: WILL CHECK BLOCK OF НВ 


BLOCK DEF END. VS SINK IN A 3-4 


ЧАС ODD 4-3- 


dd. 


OFG 


HB=SFU BUCK TO “JILL, ೫/2 HELP 
ON DEFENSIVE LINEMEN. WHO YY 
WILL HELP WILL BE DETERMINED 
BY GAME PLAN. 

WHEN MAX IS CALLED DO NOT 
RELEASE ON A ROUTE 


NOTE=QB IS ON A 5-5ТЕР DROP. 


RB FB=S.P.U, STUB TO FRANK, N/T 


HELP ON DEFENSIVE LINEMEN. x 
YOU WILL HELP WILL BE DETERMINED 
BY GAME PLAN. | 


WHEN МАХ IS CALLED DO NOT 
RELEASE ON A ROUTE. 


NOTE=QB IS ON А 5-STEP DROP. 


BLOCKING VARIATIONS 


L 


VS 46 


5 DOWN 


“Tk 


L 


ys 


р 


| “305 5 з “| E ч зе 


VS 34 EVEN 4 


J 


VS 34 M 
1 маг. 
ТЫҒЫ x 
58562 à | 


- aee ce с еы уе. "34 EVEN p 


J "s R 
Di | 

ILL | 
О ! 


VS 34 EVEN STX ` 


ы | 
| 


| 
O 


VS 35 


n 


- .. = 
АХ S cle а вусто Ni FLA? обов нена na 
` =. n" e ಶ್‌ o om m wh — < <+ om Жанэт 4-.. * anite ar da 82040142 ಸ ಯ ಎ и - у еф а 
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та 
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са m ಇ 


4 то 
ОЁЖ : 3 | [ г № ИГ "E 
996060 J 204650 | 


AREA PROTECT WITH TACKLE (SLOW 
CALL TO ТАС 


(C-P 4-6, 3-6, OVER SINK ЖК. 
ы DEFENSES GAME PLAN) SUK W 


AREA PROTECT WITH ТЕ.У5 SINKS А: 
STACKS PROTECT WITH S AND ТЕ 
PT (С.Р. qe 26 AND OVER SINK WK 


DEFENSES-GAME PLAN) 


BLOCK MAN ON VS 3-4 LOOK FIRM 
4 PG PROTECTION. RB FREE RELEASE 


LOU OR RAY CALLS TO SIDE 


ОЕ IE ONLY 


OFG MAN ON DBL READ = 


BLOCKING VARIATIONS 
OFT MAN ON DBL READ MES 


SERIES & PROTECTION FLOOD PATTERN ^ SWING Contec: H-SHOOT- Uz 
———— нэн 
QUARTERBACK 


P.S.L. READ JILL 8 WEAK СОКХЕКрАОР 7 STEP 


ИЦ 


PROGRESSION HB ТО X TO FB 


СОР $: 1. USED VHEN CORNER IS PLAYING X TITE ON 4 COVERAGE 
2. KEEP BALL OUTSIDE AND AWAY FROM JILL 


3. ALERT Z IF BLITZ 
КЕС. ADJs VS CLEO X Y 2 ADJ VS COV.2 


МАСРВАСК 2H 


PROTECTION _N.S.P.U. ROUTE SHOOT 
Е 22-22: po d = 


—— Copes: 1 -RUN SHOOT ROUTE ತೆ н ಯು ш ಯಮ್ಮ 222 
2. THIS 58007 ROUTE WILL BE TIGHTER THAN NORMAL 


3. YOU MUST USE X TO RUB OFF YOUR COVERAGE 
4. THE X MAN HAS THE RIGHT OF WAY 


FULLBACK . F 
PROTECTION  5.Р.0. BUCK ROUTE JUKE RELEASE OUTSIDE 


С.Р.5: 1. CHECK BUCK 
2. RUN JUKE ROUTE 
3. LINE-UP IN TEEN POSITION 


x 
22 SPLIT MINIM 8002೭ 5 RELEASE VARIABLE ADJ Vg CLEO NONE 
—— C.P.s; "1. RUN 4 ROUTE AT-15 YARDS — | — === 
| 2. VS PRESS - CONVERT ТО RUN AWAY 4 AT 10 YARDS 
= ~ 
SPLIT NORMAL ROUTE CHECK RELEASE CHECK ADJ Vs CLEO NONE 
ADJ. VS. СОМ. 2: NONE 
C.P.s: 1. CHECK STUB 
2. NO DOG, CHECK THROUGH REPLACING MAC : 
1 2 
SPLIT NORMAL ROUTE 8 RELEASE VARIABLE др) Vs CLEO NONE 


С.Р.з: 


SERIES à PROTECTION FLOOD | PATTERN | 4 SWING CONTROL Н SHOOT JUKE 


FORMATION DOUBLE RICHT 


COVER 1 FREE 
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CATE LNG POINTS 


SERIES 8 PROTECTION FLOOD PATTERN 022 SWING 221751. FSARRCA/SLA 


Га РВИ 


QUARTERBACK | (RUB WEAK) 
Бо READ FLAT COVERAGE ngop 3 STEP 


PROGRESSION F TO X 


C.P.'s 1. 3 STEP DROP - PLANT & THROW INTO BOLT OF RECEIVER 
2. VS PRESS ON X - Z RUBS FOR F HIT NOW 
2, VS ZONE 2 OCCUPIES MAC - READ FLAT COVERAGE 
REC. А215 VS CLEO X Y Z Y's ADJ VS COV.2 


HALFBACK - H 
PROTECTION FLOCD ROUTE 9 OR 2 


чо RUB -AWAY-FROM YOU RUN 9 ROUTE шабы» Ga poe паца! ale 
2. MAY GAME PLAN 2 ROUTE 


PROTECTION FLOOD ROUTE ARROW . RELEASE 
С.Р.$: 1. MAN-LOOK FOR BALL NOW 
2. MAC/STUB BLITZ - LOOK FOR BALL NOW 
3, ZONE - GAIN 2/3 YDS ON ARROW 
Х | 
SPLIT NORMAL ROUTE FIRM 2 RELEASE ADJ Vs CLEO NONE 
Ps: -4,55-8ТЕР:2-81-255----2--- ಲ 
= 2: PRESS INSIDE - GO OVER TOP TO TURN HIS BACK ~ а 
3. CLEO - RELEASE INSIDE - RUN FIRM 2 
Y | 
SPLIT ROUTE NONE RELEASE NONE ADI Vs CLEO NONE 
ADJ. VS. COV. 2: 
C.P.'s 1. BLOCK FLOOD PROTECTION RULES 
2 
SPLIT NORMAL ROUTE QUICK 2 RELEASE INSIDE ADJ Vs CLEO NON: 


1. ZONE - QUICK 2 - OCCUPY МАС 
2. PRESS - (2 OR X) RUB 15% INSIDE COVERAGE MAN 
3. MAC/STUB BLITZ - LOOK NOW 
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SERIES 8 PROTECTION FLOOD PATTERN 202 
(80 
QUARTERBACK 
—— € TRO CR RE REOR 


PROGRESSION 
3 STEP DROP - PLANT & THROW INTO BODY OF RECEIVER 


С.Р.'5: 1. 
2. VS PRESS ON X - 2 RUBS FOR F HIT NOW 
3. VS ZONE 2 OCCUPIES МАС - READ FLAT COVERAGE 
REC. AdJs VS CLEO X Y 2 Ү”5:3А02115:027,2 
ПАТЕВАСК - Н 
FLOOD ROUTE SLANT IN 


PROTECTION 


..ZONE - QUICK 2 - OCCUPY МАС m 
PRESS - (Z OR X) RUB 1st INSIDE COVERAGE - MAN 


2. 
3. MAC/STUB BLITZ - LOOK NOW 


My С. 


FULLBACK- F 
PROTECTION FLOOD ROUTE ARROW RELEASE 


C.P.S: 4, MAN-LOOK FOR BALL NOW 
2. MAC/STUB BLITZ - LOOK FOR BALL NOW 


3. ZONE - GAIN 2/3 YDS ON ARROW 


NONZ 


I» 


ADJ Vs CLEO 


SPLIT NORMAL ROUTE FIRM 2 RELEASE 


С.Р. 1. 5 STEP 2 RT 
21010 —PRESS INSIDE - GO OVER ТОР ТО TURN HIS BACK U ____ нг 


Y 
SPLIT ROUTE NONE RELEASE NONE ADJ Vs CLEO NONE 


ADJ. VS. СОМ. 2: 


С.Р.!5: 1. BLOCK FLOOD PROTECTION RULES 


SPLIT NORMAL ROUTE 9 ог 2 RELEASE OUTSIDE 


1. RUB AWAY FROM YOU RUN 9 ROUTE 
2. MAY GAME PLAN 2 ROUTE 


ADJ Vs CLEO FADE 


525225 5 
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FORMATION 
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COACHING POINTS 
SERIES & PROTECTION SPRINT CUES PATTERN 64 Ү-ВАЗЕ swinc cosTroL Р-Р 


QUARTERBACK 
o š 1 READ SAFETY Naop SPRINT 


Въ DZ инв k= ss ће 
PROGRESSION 2 TO Y 
C.P.'s: 1. USED VS MAN OR ZONE - SS COVERAGE ON Y OR ZONE THE FLAT 


REC. ADJs VS CLEO X FADE ү NONE z NONE Y's ADJ VS COV.2 
HALFBACK - H 
PROTECTION SPRINT CUES ROUTE 


— cF 


FULLBACK - F 
PROTECTION ROUTE | UP RELEASE FREE RELE: 


C.P.S: 4. ALIGN 3 YARD 0.5. EMLOS - OUTSIDE RELEASE TO UP - 
CHOKE DOWN IF BIG HOLE IN SEAM 


X 
sprit #1 ROUTE FIRM 8 RELEASE ADJ Vs CLEO 
—cQ.P.'8:-1.-—RUN LIKE -AUD-64 45 —- See ಹಸ 
X 
SPLIT 1/2 F/Z  RourE BASE RELEASE 9-5. ADJ Vs CLEO NONE 
ADJ. VS. СОУ. 2: NONE 
C.P.'s: 1. STEP UP 2 STEPS - THEN RUN BASE 
2 


SPLIT 0-5. #'s ROUTE РИМ 4 RELEASE ADJ Vs CLEO NONE | 


C.P.'s: 1. 12 YARD 4 ROUTE - COMEBACK TO QB 
2. VS COVER 1 & 2 STAY WITH ROUTE 
3. VS PRESS - RUN AWAY INSIDE 4 - STICK 0.S. BREAK 8/10 YDS. 
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GEE PROTECTION 


THE GEE SERIES IS A PROTECTION CALL TO А TIGHT END POSITION. 
IT ALLOWS US TO GET OUR BACK INTO THE PATTERN IMMEDIATELY 
WITHOUT HAVING SWING РЇСК-ОР. THE UNCOVERED LINEMAN TO THE 
CALLED SIDE HAS DOUBLE PICK-UP ON MAC OR 5108. THE REMAIN- 


ING BACK HAS NORMAL SWING PICK-UP. 


— À + эя; - — 4.- 


OTHER SERIES CALLS САМ ВЕ COMBINED AS А SECONDARY CALL WITH 


THE GEE SERIES. 


го 


-. 
ame mm өв mys ಕದಾ 


^. : ಬ Эг . << a uy эге s. <... + 
== ಸಮು m > š 


OVERSTACK 


PWR PATTERN QB 


Т OWR РАЕН = | gc HB: OR REMOVED BACK - YOU HAVE .- 
FREE RELEASE N.S.P.U. RUN ROUTE 
CALLED | 
PATTERN 

COVERED - BLOCK MAN ON-UNCOVERED 

DBL READ BLITZER TO OUTSIDE 

RUSHER, 

TTS | о то oR авали ви = YOU ы 

T РС BACKER, S.P.U. AWAY FROM TIGHT END BUCK 
| TO JILL. N/T RUN PATTERN. 
COVERED - 32008 MAN ON. UNCOVERE ALERT POSSIBLE WAR CALL. 


BLOCK MAC TO STUB 
С С.Р. LOU OR RAY CALL. 


COVERED-BLOCK MAN ON. 
оға BLOCK MAC TO STUB 
C.P. LOU OR RAY CALL 


UNCOVERED 


COVERED - BLOCK MAN ON. UNCOVERED BLOCKING VARIATIONS - DA 
ort IF 3-4 BLOCK FAN. IF 4-3 BLOCK | MADE BY OFF GUARD OR CENT 
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COACHING POINTS 


SERIES 8 PROTECTION 222 QUICK PATTERN 212 SING сотр: H-ARROK с? 
| QUARTERBACK TN | 
Poscbs READ JILL DROP 3 STEP 


PROGRESSION Z TO Y, X TO H 


C.P.s: 1. 3 STEP DROP. PLANT & THROW INTO BODY OF RECEIVER 
2. CONCENTRATION STRONG SIDE WITH STUB COMING ON 4 COVERAGE 
3. CORNER HANGING ALERT FOR Y OR H 
&. GAME PLAN ON 2 COVERAGE 

REC. ADJs VS CLEO X X Z ADJ VS COV.2 

AALE DAK d 
PROTECTION  N.S.P.U. ROUTE ARROW 
mmc C.P s: ТТ -16—ВЕТТЕК-ТО -ВЕ ТОО “SHALLOW THAN TOO “DEEP ON АМ ARROW — —  — 


WITH A 2 ROUTE 
2. WHEN YOU GET CLOSE TO THE SIDELINE, SETTLE DOWN AND FACE ОВ. 


FULLBACK - F 


PROTECTION 5.Р.0. BUCK QUICK ROUTE CIRCLE RELEASE OUTSIDE 
С.Р.8: 1. ATTACK BUCK AND GET HIS HANDS DOWN 


pt 


2. IF BUCK DROPS WIDEN AREA AND RUN CIRCLE ROUTE 


X 
SPLIT MAX ROUTE 2 RELEASE STRAIGHT ADJ Vs TLEO NONE 
Me QUICK 2 B.P. IS APPROXIMATELY 6 YARDS. BREAK ON 3rd STEP. — 
2. ATTACK INSIDE AT 459 ANGLE 
3. QB WILL FULL YOU INTO HOLE 
4. MUST GET INSIDE VS PRESS 
Y 
SPLIT NORMAL ROUTE ! RELEASE OUTSIDE дру vs CLEO NOM 
ADJ. VS. COV. 2: NONE 
С Роб: 1. MAKE A SLIGHT UPFIELD MOVE AND BREAK OUT AT AN ANGLE 
2. WIDEN AREA AS QUICKLY AS POSSIBLE - MUST BE ALERT FOR BALL 
3. WHEN YOU GET CLOSE TO SIDELINE, SETTLE DOWN AND FACE QB 
í _ 2 
| SPLIT МАХ ROUTE 2 RELEASE STRAIGHT ADJ Vs CLEO NONE 


Cease 1. PUSH DEFENDER AND BREAK ON 3rd STEP 
2. BREAK AT 45° ANGLE - BE ALERT FOR FRANK - ATTACK INSIDE. 


e€ =+ < =: - cuc zal. 227 mama. - .... 
6:22: 5 a РАСТЕСТІМ J зовано 758 SVING CONTROL Н DELAY UP 
А127827 de 


——MM —— 
FORMATION DIG RIGHT (JET) 
па ДЕА ಎ г 


COVER 2 


1 “ы ... 
C ФФОСД 
| © 


“© COVER 6 С: го 


COVER 9 


COACHING POINTS 


SERIES & PROTECTION SEZ PATTERN 718 SWING Со. В ОЗЕРАХ Up 
Ч QUARTERBACK : I | про Мари 
\ P Sol | READ JILL DROP 7 STEP 
PROGRESSION K TO H TO FB 
С.Р.8: 1. SAME AS FLOOD 7, BUT NOW THINKING STRONGSIDE ON COVER 6 OR 7 
2. ALERT FOR S.A. TO Y 
REC. ADJs VS CLEO X Y 2 ADJ VS СОУ.2 
HALFBACK - H 
PROTECTION | N.S.P.U. ROUTE DELAY 
——— Ca PS: ——1 “TF CORNER MOVES OUT RUN DELAY OFF CORNER 6-10 8 YARDS. 077 з 
2, IF LB MOVES OUT ВОМ DELAY АТ 5 ТО 6 YARDS 
3. NOTE - THE JUKE IS ALWAYS А POSSIBILITY OF THE DELAY 
FULLBACK = F 
PROTECTION S.P.U. ROUTE UP RELEASE OUTSIDE 
хоо. С.Р.5: 1. CHECK BUCK ON THE MOVE 
2. RUN UP ROUTE 
3. TRY TO TURN UNDERNEATH COVERAGE AWAY FROM DELAY 
Х 
SPLIT MINIMUM ROUTE 7 RELEASE VARIABLE ADJ Vs CLEO NONE 
С.Р.5: 1. KEY CORNER AND JILL FOR COVERAGE == C 2210 
2, USE REGULAR 7 ROUTE CONVERSION TO 18 YARD 5 ROUTE VS OUTSIDE LEVERAGE 
DEEP 1/3 CORNER. 
3. VS COVER 2 - MUST BEAT 1/2 SAFETY BY VERTICAL PUSH BEFORE BREAKING 
X OUTSIDE. 
SPLIT NORMAL ROUTE 1 RELEASE OUTSIDE ADJ Vs CLEO NONE 
ADJ. VS. COV. 2: NONE 
Са ಬ. 1. MAKE A SLIGHT UPFIELD MOVE AND BREAK OUT АТ AN ANGLE 
2, WIDEN AREA AS QUICKLY AS POSSIBLE - MUST BE ALERT FOR BALL 
3. WHEN YOU GET CLOSE TO SIDELINE, SETTLE DOWN AND FACE QB 
w | 
SPLIT NORMAL ROUTE 4 RELEASE VARIABLE ADJ Vs CLEO NONE 


CPS: 1. RUN 4 ROUTE АТ 15 YARDS 
2. VS PRESS CONVERT TO RUN AWAY à AT 10 YARDS 


— - ..-.. — ಎ -. `. am ---- --- 


balance. Тһе toes should be straight ahead, or 
slightly toed out. 


The knees should be flexed, directed Straight 
ahead, and over the forward part of your foot to 
insure maximum takeoff. шот 


Hips should пос be cocked but straight ahead and 
directly over the upfield foot. Hips should also 
be flexed to allow for correct upper body lean. 
Shoulders should be relaxed, sli htly rounded, 
Squared to the L.O.S., and just forward the hip 
area. | 


Arms and hands should be directly under the 
shoulders with a slight bend at the elbows. Hands 
should be in front and slightly to the side and 
away from your thigh area. 


Head is carried in a relaxed, upward position, 
——— and with your_eyes upfield_at_all_rimes. кипи. 


EXECUTING PROPER ROUTES 


There are four distinct phases within each pass route; 
Release - Approach - Stick - Breaking Point. 


Release - Is the first component of a route since it is 
executed from the 1.0.5. The direction taken from 
the 1.0.5. can be either inside, outside or straight 
ahead. In most cases, you will be required to release 
in a specified direction based upon the route callec 
and by the nature of your position. 


Basics - Explode off the L.0.S.; no wasted steps or movement. 
Gain the advantage by getting into the secondary 
as quickly as possible. Get your eyes up the field 
===- for defensive recognition. Never be late coming off | 


56೮ the 50:5 unless specified. — = 


TYPE OF RELEASES 


Power Inside or Outside Release is executed by driving the far ~ 
arm an eg across your body in to the desired direction. 2 
Ideally, you want to bring the arm and le through to a position 
equal to that of the far hip of the defender. As you begin the 
cross-over move, pivot your opposite foot slightly to insure 
maximum push upfield. Once you reach the desired hip position 
on the defender, the far shoulder must be lower than that of the 
defenders so you are able to rip the shoulder and arm through 
the defender. This will enable you to place your hip even or 
Slightly past that of the defender. The next step, with your 
pivot foot, must Бе directly upfield to clear the defender. 


БЭЛ 


КЕТТІ or Outside Release 


Swim Inside or Outside Release is initiated by taking a controlled 
step, with che foot nearest спе desired direction, upfield to 
a point outside the defencers near snoulder. At approximate -y 
the same time, you will reach with the near hand and grab the 
defenders near elbow. AS you Start your second step, across 
your body, you will push and pull on that elbow and bring the 
opposite arm over and across the defenders head as quickly as 
20551016. Once the arm clears the helmet, bring the elbow 
down hard to rake his hands from your body. This will also 
allow you to step upfield and get your hip past the defender's 
without losing ground. 


Slam and Go Release is basically initiated by a controlled drive 
Block into the defender. You will step into the defender a 
little higher, but with adequate body lean so you are not knockec 
off balance, and create some running room. Once you have 
neutrolized the defender you will then immediately work a Swim 


is executed by taking a short jab 
step with the foot opposite the desired direction, accompanied 
by a head fake. You will then prani on that foot and execute 

a Power or Swim Release as quickly as possible in the opposite 
direction. | 


Slam and Spin Release is basically initiated by a controlled 

drive За: into the defender, starting with the foot opposite 
the spin or release direction. Once you plant on your second 
step, you will whip the head and far arm and shoulder quickly 

over this foot driving the elbow into the desired release position 
on the defender. Once the elbow contacts the defender, work 

the third step upfield to clear him. 


АРРКОАСН 


Is a term used to describe a receivers-move (one he has released 
from the 1.0.5. to a relative or prescribed depth, іп order to · 
eitner gain a desired position and/or direction in relationship 
toa defender or to a specified area on the field. 

Examples: On an 8 route your approach should be directed at the 
outside hip of the strong safety for coverage recognition. On 

a 2 Delay route, your approach will be to a spot approximately 

5 yards wide and 8 yards deep. When running individual route, 
VS a DB, we will talk in regards to three basic approach positions: 
Head Up - Inside - Outside The method(s) you achieve this 
position may vary from route to route, but you can use one of 
the following techniques which will be discussed in the next phase: 
weave, Change of Pace or Burst. 


| —M——— + —— —— — — 


In essence this part of the route is the final phase of the 
Approach component. The primary objective of the Stick is 
to push, freeze or influence the defender just prior to 
reaching your breaking point. Some of the more commonly 
recognized techniques used in this phase are: 


Weave - is a slight angle change of direction (double charge) 
to create separation or force the defender to turn 
his shoulders. 


Change of Pace - is a slight reduction of speed giving the 
defender a false impression that the 
receiver is slowing down. The idea is to 
get the defender to relax or slow down. 


Phony Acceleration - is a three step move where the receiver | 
ID ae eee ಜಸ <---------рес6-іоч by bending -his -knees —He brings - 


his hands to his armpits using al, 2, 3 
pumping motion, moving his feet at the 
Same tempo as his hands. This gives the 
illusion of a hard upfield move. 


Burst - is a hard move up the field, after a change of pace 
move at a slight angle either inside or outside the 
defender. 


BREAKING POINT 


Is the final phase of running a route, and it is basically your 
final cut in the direction of the route called. It is importan: 
to come out of your route clean, in the direction you want to Ес 
and maintain-or increase whatever separation you have created o: 
the defender vs. man. For a TE, in several situations, it will 
be important to gain body position on your break so your body 

--і8 between the ball-and.-defender. “Some of the more commonly | 
recognized techniques used in this phase are: : 


Jab - is a definite one step and head fake opposite the 
direction of your route. 


Double Jab - is а fake leading into a breaking point. The 
first step is toward the desired break direction, 
the second step is away rolling the head and 
shoulders to freeze the defender, then accelerate 
into the route, off the second step. 


Plant and Drive - is primarily used off of a burst move where 
| emphasis is placed on the body weight being 
in a low position and over the plant step 
.which is the foot opposite the direction of 
your break. Common terms heard are: lower 
your hips and get your chin and numbers over 
the plant step. You will now push off your 
plant and take a control directional step 
into the route called. Emphasis is placec 
on getting your hips and shoulders going in .— 
the direction you want to go and find the bal. 


CENE С ыға хийд гон -— Aga in get your Ьо 


То properly execute the plant and drive more 
you should work off a slight angle, never агор 
your hands, tipping your break to defender, 
and don't turn your head on the start of your 
break. This will make your stand upright, not 
allow you to come off your break clean, and 
will slow you down. 


Speed Break - is a break which should be executed off a 
slight angle. The break is initiated by 
bringing the far foot to or across the micline 
of your body. You will then lean forward and 
push toward your next step;.which is your 
directional step. Your directional step is 
one which is slightly less than a 909 angle, 
which will force you to gain a little ground 
once you complete the break. On your directional 
step, you will roll your body weight over this 
_.. foot without losing any significant speed. 
у in-the.correct-direction,-- ಎ. 
and then find the ball. 


ES 


ROUTE GUIDELINES 


Routes VS Man “overages: Place fear into the defender with a 
move to the area he does not have any help in the coverage. 

If his technique places him to the side you wish to break to, 
your stick phase may have to be longer in order to turn him, 
or you may have to place your body in a position where he will 
have to work through you to make the play. If his technique 
places him opposite the side of your intended route, force him 
to run the line getting his near hip upfield. 


VS man under coverage - emphasis is on beating the man, at the 
L.O.S. as quickly as possible, and placing him in a trail 
technique. At your breaking point, you will make a strong head 
and shoulder fake opposite the direction of your route. 


Whenever possible, create a deep feeling in the “defenders mind. 


Make your cuts as clean and as sharp as possible and accelerate 
out of your break to maintain the separation you have gained. 


Routes VS Zone Coverages: The emphasis here is to recognize and 
Seat the underneath coverage. 

Most of the man techniques will hold for gaining separation, but 
after the break you must find the open throwing lane in the 
coverage. 

On inside cuts your breaks may not be as sharp as the outside 
routes, because you may have to work either around ог in between 
two defenders. 5 


Get the body and head around quickly to locate the open area 
when working inside. 
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— tr dnto-your hands: 


Be ready to adjust to balls thrown to an open area. Be a 
little more under control. Be ready to work back between 
defenders го the reception 5000. 


CATCHING THE BALL 


Catching the football is only part of what a receiver must be able 
to do, but it is the most important part, and it will be treated as 
such. We believe that catching a football is an acquired skill, as 
well as an innate one, which can be developed and improved. To help 
develop one's catching skills, there are some basic principles a 
receiver should be aware of: 


Concentration is your first priority. You must have the 


ability to locate the ball, and be able to focus upon the 
flight of the front tip (area) of the ball, and then look 


Don't fight the ball. On as many receptions as possible, 
the arms (elbows) shoulders and hands should be under control 
and in a comfortable state (relaxed) to cushion the reception. 


If at all possible, try to catch the ball with your hands/finger 
Avoid being known as a "body catcher". 


Extend your hands and arms away from your body, just prior to 
catching the ball. This will help permit the best possible 
hand/eye coordination. "e 


On high throws get the fingers over the top of the point so if 
it is not caught cleanly, it will fall downward to give you a 
second chance. This same technique will also prevent the 
interception on a poorly thrown ball. 


On over the shoulder catches, keep the elbows in to form a cradl 


Immediately protect the ball once it is caught. This habit vill 
С-пос only insure-the-reception;-but-also,-give-you-an-opportunity 
to protect yourself. E 


Catch tne ball naturally. In the next section, we will list 
some of the base or accepted techniques a receiver should 
constantly practice. However, as long as you are successful 
in catching the ball, and it is natural for you, there will be 
very little encouragement for change. 


The above basic principles present a big order for any athlete, yet 
there is nothing required of you that cannot be developed with hard 
work. 


In огбет to fully appreciace the above principles, a 
receiver should practice the five basic types of catches -- 


Thumbs Out - is the recommended position to place your 
Manes when catching а bail that is thrown ahead of the 
direction you are running and you have to reach for the 
ball, or when you have to work back facing the throw 
and the ball is thrown at or below your waist. 


Thumbs In - if you are facing the passer and the ball 
is thrown chest high or higher, the catch should be 
made with the thumbs together and the little fingers 
turned out. The same will hold when the ball is thrown 
slightly behind you and chest high or higher. 


In the Pocket between the arms or arm, and the body. 


Scoop Catch - if you are facing the passer and the 
ball is thrown low and short, you should lunge and === 
scoope the ball off of the turf. 


Bad Pass Reception - should be practiced when you are 
in a variety of positions and the ball is thrown high, 
low, behind, and too far in front. 


It is sometimes difficult to make a quick decision on the 
positioning of the hands, and what is right depends upon the 
talent of the receiver. A good rule for a receiver is to try 
to catch everything with the thumbs out, unless: a) the bali 
is coming directly at your chin, shoulders or breast bone, 
making anything but a pocket catch difficult. b) it is coming 
at such a height and at such an angle at your body that you 
cannot catch it with the thumbs out and still keep your hancs 
where your eyes can see them, making a thumbs-in catch better. 
c) you cannot get to it with two hands. 


RUNNING WITH THE BALL 


After making a reception, you must become a proficient ball 
carrier. The two most important factors involved with зас 
carrying are speed and explosion after making a reception. 


In the process of catching the ball, you will usually lose 
speed. Very few passes allow you to catch the ball without 
breaking stride. Consequently, the defender is able to close 
the gap on you, once the ball is placed in the air. Explosion 
is the factor after making a reception. You must be able to 
get upfield as soon as possible. You cust be able to eliminate 
and wasted steps before turning up stream. On certain гесерс-- 
you will catch the ball in a stopped position. You must put 
the ball away, avoid the immediate defender, and get upfield. 
Making a slight inside fake and pivoting to the outside, wilt 
sometimes Но you elude the defensive man coming up from 
behind. 
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А receiver gets limited opportunities to run with the ball 
under game condicions. The majority of the time the defense 
closes in so quickly after a catch that you are tackled 
immediately, with very little chance of getting away. When 

you do get the opportunity to have some running room, you 
should take advantage of the situation and gain as much yardage 
as possible. Because of this, it is really important that a 
receiver get in the habit in practice of not only exploding 
after the catch, but also making moves, stopping and starting, 
and sprinting with the ball under his arm, after making a catch. 


Remember, do not start running with the ball before you catch 
it. Seeing some open room will sometimes cause a receiver to 
take his eyes off the ball in his eagerness to start running. 
Catch tne ball first, then explode. 


——-_— = Remember —the “fundamentals “of -holding=and carrying the ball —too 
' Proper ball position between the hand and the cradle position 
of the arm and body. Keep the ball protected when in traffic. 


Running with the ball is a great thrill. Every receiver sooner 
or later will get the chance. You can develop your running 
ability now, so get prepared. The areas you must be aware of: 


1. Balance 


2. Improve awareness of tackles while running full speed and 
cutting. 


3. Ability to take and use evasive maneuvers. 
Ability to quickly regain top speed after stopping 
or dodging. 


5. Ability to keep the ball in the proper position when 
running full speed. 


6. Тһе instinct of -exploding with the catch. п -- 
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BASIC PRINCIPLES FOR PASS RECEIVERS 


Learn the tendencies of the Defensive LB's and Safetys through 
film study and then observing him during the game. If they 
gamble, guess with you, play tight or loose, inside or out, 
their speed. 


The sidelines and end zone lines are our enemies. Always 
know is relative position to them. Respect them, but do not 
let them bother you in catching the ball - the catch comes first 


Always run your patterns as if you are the #1 Receiver. Ir 
practice run patterns at full speed - we cannot get the correct 
timing ас Ralf speed. 


Always be alert for the ball, even though you are not che 
primary Receiver. You never know when the QB will throw to 
you. 


Concentrate at all times on what you are going to do - why 
anc now you are going to do it. Keep in mind the object of 
the overall pattern and what your part of it is. 


Keep your eyes on the ball. Your first responsibility is 
to catch the ball. After you make the.catch, think about one 
thing - additional yardage and scoring. 


when we are on offense and the ball is tnrown, it is not a 
"free" ball— it.is.ours - go get it! Never allow an. 
interception. хасахад | 
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In practice, after you catch the ball, tuck it away quickly 
and securely and sprint upfield for at least 5-10 yards. Put 
in a fake, spin, ete, 81251456 what you would do in a game. 


Form the habit of going all out after the ball every time - 
regardless of how or where it is thrown. 


After a diving catch, remember "up and go" - the opponent 
has to knock you down or touch you while you are down. 


When you see that the ball is thrown to another Receiver - 
you instantly become a blocker - get over and pick somebody 
out - help each other out. 


Vary your type of release off the line - people will be 
positioned to delay and hold you up - know how you are going 
to release and.don't let them keep you.in.———————— —— ವರಾರ್‌ 


Remember - one of the greatest assets a Receiver can have is 
working back toward the QB for the football. 


Take a pre-snap off of the safetys and CB. Always be aware of 


che alignment of the nearest 1: 
Once off the line your first concern is to determine L£ the 
coverage is man or zone. 


Scare the defender with the feeling you are attacking the area 
he was told to cover. 

whenever possible put a "Deep Feeling" into your route. Make 
the defender think you are going deep on your breaking patterns 
to create a cushion. 


icture of what you are to do and what your 


dave а mental р 
react instinctively. not 


options are. Ве prepared so you 
through а thought process. : 


Master and use спе tools of your стаде to Бе“ open. 


pe where you are supposed to be when you -are supposed to be 


there. 


Make the catch! 
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INSIDE RECEIVER ROUTES 


1 ROUTE TIGHT END Outside release, drive vertically to a 


depth of 2 yards and break out working 

to a depth of 6 yards. Once at a point 

2 yards from the sidelines stop, pivot 

and give the Q.B. your numbers. When 
running а 1 Route do not allow the defender 
to cross your face. 
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CLEO 


SLOT - Same as Tight End 


QUICK 1 TIGHT END - An outside release is desirable. Clear 
the 1.0.5. then turn out looking for the 
ball as you angle toward the sidelines” 
This route is used as a sight adjustment 
vs. a strong safety blitz. 


SIGHT ADJUSTMENT 


SLOT - Same as Tight End 


3 ROUTE TIGHT END - Inside release seeking pressure on the 
inside LB'er. Push vertically for 10 
yards and break to the outside. VS Zone 
coverage shows to the outside adjust 
or settle route off before you reach 
the numbers. 


Іс should be notec that once yeu её514:1:5-2: 
pressure on the LB co not let him run шасвс- 
neath you, shorten the route off. 
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VS. 2 ZONE VS. PRE 


the same side, the TE should read the 
alignment of the CB on tne WR. 


NOTE: On a 633 call or when two 3's are on 


SLOT - If a LB'er covers you, you should take а 
pre-snap read to see if the outside receiver 
-. 15 covered. ಎಂಡ 


A. If he is covered, take an upfield, 
inside release. 


B. If he is uncovered, take a harder 
inside release. 


C 
—— иш TO = - F жаганан al ಲ ಕನ жна = 
WR COVERED WR UNCOVERED 


3 CO ROUTE TIGHT END - We will run a 3 GO from the inside receiver 
osition. You will use the same release, 
Бис start your out-break at 8 yards. Taxe 
three steps to the outside, then brea back 
upfield at approximately a 90 degree angie, 
but never crossing the hash. р 
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-SLOT “e баке да Tight End  . 


5 ROUTE TIGHT END - Outsiae release and drive to a depth o£ 
10 yards aiming for a point inside the 
numbers. Once you reach this point plant 
on your outside foot and hook back to the 


inside 
Шә 
ва! 
шагнаж NORMAL II 
DELAY TIGHT END - Outside release and execute a route similar 


= to that of a 5. At a width of 5 yards and 
ас a depth of 8 yards pivot and make one of 
the following adjustments: 


A. Sit there if open. 


B. If not, you must work underneath the 
coverage. 


е С. If once you start working back inside 
and it is crowded run a Juke adjustment. 
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ZONE 


7 ROUTE TIGHT END - Outside release and key corner to strong 25 
safety. Ideally, you want to run Che roure 
in relationship of the corner. 


If the corner stays shallow break route to 
the flag behind him at a depth of no less 
than 10 yards. If the corner goes deep 
widen and work through the seam area. 


If the corner goes deep and the strong safety 
plays the flat 2 Pes wider towarz 


the sideline be? ore curning u in to the г. 
/ Та агеа. 
F rZ 
po 
VS. MAN/BLITZ VS CLEO VS 3 SKY VS MAN FREE 
SLOT - You have the option of running a flag, seaz 


or hooking up the route VS Cleo Coverage. 


9 ROUTE TIGHT END - Outside release and vertical push to the 
depth of the man responsible for the flat 
coverage, (i.e. - Frank VS 3 Sky or 
CB VS 2 Deep). Опсе you reach that deptà 
turn out and drive at him, and once the 
defender settles, plant and turn at approx- 
imately a 45 degree angle upfield locating t 
seam between the defenders. Using this 
reference point, will allow the defenders to 
take their drops, and will slow the route 

--down_and keep you. from getting upfield t too _ 
quickly. 


VS. Man Under - If possible, work back inside and 
underneath the coverage. 
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VS 3 Sky | VS 2 Zone VS Man/Under 
SLOT - Same as Tight End, and remember to WOIK 


inside the numbers. 


ZERO ROUTE TIGHT END - Inside release aiming 257 а cepin ಎ 

5 yarcs over сте offsice Тасх:їе Zee 
area. You will chen angle со a ce)’ 
of 8 yards continuing across the fi 
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SLOT Same аз Tight End NORMAL 
2 ROUTE TIGHT END - Head and shoulder fake outside and 


then take an inside release. You will 
cross underneath the LB'ers declaring 
your position at a point 7 yards dee; 
.and over the offside tackle and guar 
gap (replacing the Will). m 


If a defender won't allow you to cross 
the field work in to him and juke hia. 


JUKE 
NORMAL 
SLOT - Same as Tight End 


4 ROUTE TIGHT END - Inside release and drive vertically to 
| | а depth of 10 уагаз. At this point, 
execute your break ру “hooking -up “inside 
if open. Read the drop of the MAC іВ'е: 
and adjust your route accordingly. 
(Under/over or straight across but do n 
cross beyond the football). 


VS cover 1 drive the defender playing y 
vertical for 10 yds. and speed move run 
inside. You may gain ground wnile cros 
field. 


VS 2 Zone or 2 Man - at the 8 yard dept 
jab outside and break to the inside for 
middle 8 adjustment. You must shake th 
LB'er before running route but do not с 
the hash. 
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548146 release. reac 21757 -73-28 | 
ZONE - LB opens со you press Ai ans 

drive vertically and ас 12 уаг25 spee- 
move away from him ball will be ce.ivere: 
on break. LB goes away press 5555 41 2622 
of 10 yards speed move away [то min, | 
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VS MAN - Drive the defender playing you 


vertically for 10 yards and Speed move аха 


VS TRAIL technique step to opposite sice 


223 last saw defender and break back to 
15 side. 


ын +. VS BRACKET - split defenders and come ೦೩೦: 
) ' - T 
‘ | 4 | ? ' 
Ё | | TE 
~ “ ~ - ~ e I ^ 5 
| 
| | | 3 
- MY 4 M 
SLOT - Same as Tight End 
6 ROUTE TIGHT END - Inside release iud drive verti ally t9 8 


VS. ZONE COVERAGES - 


depth of 10-12 yds. АС this point, execut 
your break, starting across the field 
reading the drop of LB'ers and to adjust: 
your route accordingly - 

(Under/Over/or Stralgnc Across). 


Once you clear the ball and do not гесеї 
it fan up the field to a depth of 15 yar 


if necessary to get open. 


You will hook the route up. If there 15 
another 6 to your side, hook the route с 
on the opposite hash. If there is по: 
another 6 to your side, you may hook шр 
over the middle. 


